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It's been a huge month in terms of S^ news. Of course, the best 
tidings of all have been concerning Sega's merging with the toy 
giant Bandai, forming a new company, S^aBandai (great name 
ehP). This opens up a whole new world as far as Sega is concerned 
Bandaj may not be a huge name over here, but they have been respon- 
sible for the some of the biggest mass market crazes in ttie toy 
world, most notably the Power Raiders. 

We said in the last Issue that S^ and Sega Saturn have moved 
firmly into tiie realms of the hardcore gantesplayer and that Sony 



have caught the mass market With the Bandai merger, Sega are now 
able more than ever to do battle with its giant competition. In fact 
Japanese observers have remarked that the mighty Nintendo might 
have to merge with someone in order to measure up to the behemoth 
companies that are Sony and SegaBandai. 

One thill's for sure: nothing's going to happen overnight and 
for the time being at least, it's business as usual at S^a and its R&D 
departments as they prepare ttie next batch of wonder^ames, 
including the potentially amazing Virtua F0ter 3_ 



9 SEGA SAlXiiraNi 



03 



SEGA SATURN MAGAZINE 17 



CONIENTS 



EDirDfllAL 
Edits' Uchud 


bInU 




Id lOBU, "Muul" Dudal Imni. 
AUfWSWU 

Japan Editor WunaKuiitd 
Cov^rArt CMlJ,S<|>afl>pu 


Deputy Ad Man 


ag«U»lb»h« 
agerOuUnmi 


umimi 


iKlntaaR 
ger Al» 0< 


tcluiu 


m BOSSES 

Publ>She>A.dy 


Hcvnu* 


S.»1.I.>». 


VtcmMana 
Scte. Ma-age 


e. luik-Iui* U»i«» 
Suaklot 

age. fa- U. 


SECA.ai,o„M..kM..l«i» 1 


Editorial CdmUci Mary Ca 


Bdao IClS |AU. 
(MI3 TIM CAIU) 


Prinline CDop. 


CLuuid 


potir>w«»i. 


Sega Saturn M 


ga.ineisan 


offlcal iicentc. 


D(5fga. 


TZZ 


he publisher, o, 


magailne, the publishers can 


ntainedinlbis 

hal may occur - 
lo»lng issues. 


Reproduaisn .n whole n, p^rl wilhout prior 
prohibited. 


5sga Saturn, M 
System js* an 
Ssga Enterprise 


g.drh,e,Ga 
Mega-CD a 


:z::.::z 


are prohibited 


ndSegastafI 


g any Sega 


decision iillna 


and nHor 


pmrMtrtIek 
iub«yftl«d 




■ -Tllu 

It- 




i ""' 


T«Mt 



ICOVERSTORV 



14 MANXTTSUPERBIKE 

Last month we described this as "the game that everyone's 
eeen waiting for, but no-one's seen". And at that time it was 
true. Only now someone has seen it. And he's the editor of 
SEGA SATURN MAGAZINE, Check out his report this issue 
and prepare to be pleasantly surprised! 



im COIN -OPERATED ^^^^ 
92 SCUD RACE 

AM!'s latest arcade game is the much vaunt- 
ed Scud Race, previously known as Super 
Car. Check out our excellent coverage of this 
awesome game. Marvel at the graphics and 
swoon at the rendered art. 
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56 MARVEL MAYHEM! 

With not one but TWO Marvel Comics derived games arriving 
on Saturn this year, SEGA SATURN MAGAZINE previews 
Marvel Super Heroes and X-Men Versus Street Fighter, plus 
we give you a potted history of the Marvel empire and some 
of their greatest moments to date. 




Electronic Arts linally reveal the completed Sega 
Saturn rendition of their eagerly awaited ttle, 
Soviet Strike. And guess what? Not only is it very 
good, it's actually better ihan the PlayStation 
original. A fact we often like to tell people about. 
When it's true. Still, for a lull run-down on this 
potentially awesome game, read this! 

40 HEXEN 

Okay, so Doom was shit. There's no other way 
to describe it. Well, GT have gone some way to 
redeeming themselves with Hexen ■ it's virtually 
identical to the PC original and it's actually pret- 
ty fast for a change! Cool stuff and more is 
revealed in this showcase, 

46 DIE HARD ARCADE 

This side-scrolling fighting game is another near- 
faultless AM1 arcade-to-Saturn translation and 
right here is where you're going to f nd a com- 
prehensive moves list and in-depth look at this 
most entertaining game.,, 

50 FIGHTERS MEGAMIX 

Well the actual European releas 
still what IS known as "up in the 
SATURN MAGAZINE continues 
the coverage regardless. 
Why? Because it's only one 
of the best Saturn games in 
existence. Shame it doesn't 
exist in the UK yet, though.,. 
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The first SATURN MAC produced in 1997 and you guessed it, it's 3 
good one. There could have been no better cover tfian Man« TT 
(which has actuaily turned out really well) and contents-wise, the 
mag is packed to bursting with great games and the best tips. 
We're particularly proud of the Enhumed Masters' Guide [just 
watch it get ripped off by our pathetic competition). 5o another 
issue, another journalistic triumph eh' On a sad note, this month 
sees the publication of the last issue of our sister magaiine. Mean 
Machines 5ega. It's a bit tragic to see it go, especially as I helped 
launch it all those years ago, and it was also my first editorship. 
But on the plus side, their passing should mean more readers and 
more power for SSM! Also, the MMS team will be merging with us 
to make this mag even more supreme, which can't be bad. And 
remember: NO SSW, NO MERCY! 
Richard LaadbsHar, EdHor. 




IT'S OFFICIAL 

LOBOTOMY TO PRODUCE DUKE NUKEM 3D! 



Ona of Iha moit aagarljr awaHad Saga Saturn lltlai of Ih* yaar muil b* th« 
(onvanlon of }D Raalmi fupar-impraiiiva first panon panpacllv* }D 
blailar, Duka Nukam jD. Now Iha auHamaiit raachai favar pKih ai K It 
■nnouncad that Lobotomy Sottwar* ar* producing th« Saturn vanlonl 

If you don't know who Lobotomy are, shame on youl They are th 
talented bunch of guys behind the greatest Saturn first person 3D blaster around 
Exhumed, Graphically these guys can dothings with the Saturn that'll makeyoui 
head spin! We're talking super-smooth frame rates, light-sourcing.. the whole nir 
yards. Infact, for a taste oftheir genius, check out the incredible Exhumed Waste 
Guide found on page 86. 

Just before the mag went to press GT 
Interactive told us the news and SEGA SATURN 
MAGAZINE has unearthed some mote details 

Firstly, full-on link-up modes are being promised 
That means MetLink action for sure, and quite pc5-i 
biy link-up cable stuff too. This is excellent news 
DukeMatch on PC is one of the best multiplayer 
experiences you can get 

But at the moment, work is at «ery early 
stages over at Lobotomy. The guys are dissecting 
the PC version to see what makes it tick, and they're 
also in the stages of upgrading the already awe- 
some Exhumed engine. From the look of Exhumed. 
it looks likeLobotomyalready have the technology 
to make a truly memorable conversion of Duke 
Nukem 3D, and m a recent Interview with SEGA SAT 
URN MAGAZINE, Lobotomy's Ezra Dreisbach said. 
"The mam problem with porting these games [Duke 
currently they work on engines that are not ideal for 
when doing the port is to try to make the existing en 
result will probably not run as fast as is possible." 

Well, with tobotomy on the case already with a Saturn-specific engine in the 
game we should be looking forward to a conversion ofonly the very highest quali- 
ty. And if you think that Exhumed pushed the Saturn to its limits, think again, Ezra 
Dreisbach also said. "The engine could probably be made about 10% faster just 
with general tightening and more assembly Also, one of my co-workers came up 
with a way to do more realistic dynamic lighting." 

SEGA SATURN MAGAZINE couldn't have recommended the Duke 
job to any other company - Lobotomy will ensure that this game is incredible! Rest 
assured, we will be following up this storyjust assoonas wecan.,, 
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THE MOST REALISTIC 
SATURN GAME YET? 



Though K may not look H frurn that* unan iholi, GT Intarattivc' 
naw lifninf li >at to ba ona of tba moit intriguing bhndt of 
BKada and advantiira gamaptajp yat I 

lt'5 called Abe's Oddysee (sic) and has been developed by 
Oddworld Inhabitants a team of progra miners set jp in 1994 by 
veterans of the computer special effects Industry, Sherry 
and Lome Lanning. 

Abe's Oddysee looks similarto such 16-bit classics 35 Flashback 
and Another World, but Oddworld are promising a much gieater depth 
of gameplsy In the game, ex-slave Abe has to complete a trap-packed 
questwhich will establish his right to the leadership of his people. Once 
he's done that he has to single-handedly take on a sinister corporation 
which is threatening to grind his people into hamburgers. 

All this isplayedout in what CT are describing as "a unique 
combination of gaming and storytelling," that uses "the world' 
advanced 3D production techniques". Apparently. Abe's Oddysee is 
so much a game as "a story dwelling experience" 

This "Story Dwelling" bit is actually a sort of game design phi 
losophy that Oddworld have concocted, and it 
affects several aspects of the game One partofthi 
Story Dwelling code observes the playei 

determine his or her state of mind. It then changes 
the mood of Abe to reflect that state of mind, mak- 
ing him act and look as if he is exhausted, frustrat- 
ed, scared, pleased or whatever. In its turn, Abe's 
state of mind has an effect on 
how other characters 
•/hen they meet him, and of 
:ourse that. All this 
o make you feel more like 
you're actually in Abe's shoes, 
rather than simply controlling 
isual zombie puppet. 

Story Dwelling also invol'i 
le player the Ian- 
1 guageoftheallen world he's 

inifestsitselfina 
' !'s^ of learning control combinations which 
■I : verbal responses from the characters The 
cr.araders are all programmed to behave 
intelligently, responding m 
utto nearby sounds, such as weapon lire, and 
cases, even the smell of Abe is enough to lure 

In an effort to make the gameplay seem as unre. 
amed as possible. Oddworld have made the gi 

lems.thus catering for lateral thinkers. There are even several path^ 
to the game's conclusion, some of which hinge on major 
slons embedded in the action. 

All this sounds very promising, but 
is this going to be one of those games 
were all the high-falutin' ideasget in the 
way of the entertainment' GT have very 
high hopes that when Abe's Oddysee is 
released in the autumn It will establish 
itself as a groundbreaking game. We 
lookfonniard to seeing more on this 
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IWILD NINESH 



Aftar tha ■•» thin impreiiivc Saturn ojting that wai Earth worm Jim 
1, Shiny EntertainmanI have been a little quiat to lay Ih* laail. 
However, the good nawi ii that Dave Parry 't California -baMil daval' 
opmani team haw bean buty cooking up ali manner of goodlei due 
unveiled in '97. On the PC tide there'i the innovative )D adventure, 
(which may appear on Saturn] but it'i the lilliy imoothneii of their forth- 
coming tKle Wild Ninoi that hat ui drooitng wHh anticipation. 

Shiny have gone back to their roots with this colourful platform 
romp 36 it features the same standard of animation and tongue-in-cheek 
humour that made the EWI games such 16 bit hits. The leap to Saturn has 
obwiously enabled the Wild Ninesdevelopmentteam to tinker with ■ 
nifty next generation hardware, the results of which were initially ui 
to SECA SATURM MAGAZINE at last year's ECTS. The wacky world of 
features polygon characters, based on detailed hand drawn sketche" 
are then placed mtoa variety of convincing 3D worlds. Players attem 
blast anddodge their way through each stage before taking 
tricky bosses. While this style of gameplay may be nothing new. Shiny' 
confident that their space-based platformer will be something rather; 



im^ofVl^ 



WHAT'S THE STORYP 

■■■■'I'lld Nines follows the misadventures of a rjluetanttieKi^tt 

3072 and the World AeronSutt^ space Alliance (..«j«, ..==-?*»* 
Earth in conquering all nine planetslntiieknown solar system. WASA'scnief. 
exploratory astronaut. Major John Major, has been choserito take his farnilyj 
composed of his wife Jane and their teenage son Wex, on a isyearfact-"^ y 
finding mission in seaith of life beyond the Milky Way When the Majors' ■ 
1 reached the end of the galaxy, they were hurtled into an 
world- Withoutwat/iil^ their shipcilpne un^jbrutal,attac>;by 
ippearedtob'eynlfoirc^lttencrealurej fosaietitfirsbn,Johflj>;^ ■ 
ished Wex intoafrgstapeJ*<4sel, andthAi hit the "efeeC^Viejon Wen 
slid away screaming. w/tth\tievlsiotiaMi*<rWtfier. and father .beingistlacked 
^st of his life... 

lien planet within the spiralling Amja polls Cluster, 

in extraordinary metallic glove called The Rif^. 

Strappingthedeviceonenables Wex to tapintoa seemingly unlirnited 

capableof producing devastating energy blasts, jjs if this 

Tlpressive enough our unlikely hero is shtjciced todisco^rthat 

smallcreaturelivmgin the weapon, a bizirrc bat-dog lifeform 

If: 
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SHINY HAPPY PEOPLE 

If thi5all sounds slightly weird then you'd be right. After all, any video game com- 
pany that manages to make cows and sheep seem cool (EWI i & 2) has to have a 
few screws loose. Shiny are promising Saturn owners a truly unique title with Wild 
Niries scheduled for a September 9th release Currentlythe game boasts ;d 
detailed characters, at least lo levels of mayhem and certainly one of the more 
'interesting' video game storylines of the year. However, the game's most intrigu- 
ing feature has to be the debut of 'The Rig'. Shiny describe the device as 'a Matter 
to Energyto Matter Emulator" that takes the characteristics of an object and then 
uses an energy beam toforce those same characteristics onto its target Dave Perry 
elaborates "If a bowling ball is fed intothe RIG. the energy beam then fired would 
cause the target (enemy soldier] to swell into a spherical shape and become rigid, a 
giant bowling ball. It can then be pushed, rolling over other enemies or even 
through brick walls. The effect of the beam however only lasts 10 seconds " 

If Wild Nines actually lives up to its own hype then Saturn owners in riesper- 
1 original jD platfprming fix should have something to smile about 



Shiny always piit a great deal of effort into 
tliBlr developmental sketches and character 
wnrk-ups, and some of ttie fruits of their 
Itbours can he seen dotted around this 
Special Heporl. The fact is that with its Innov- 
ative style and potentially spectacular visuals, 
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STREET FIGHTER II 
HISTORY IN THE MAKING 

Following on ftom our fantastic X-Men vs Street Fighter revelation of a couple of 
issues back, we've got another amazing piece of news for SFII fans. After many a 
month of rumour and speculation. Capcom sources have finally confirmed that there 
WILL be a Street Fighter II compilation disc for the Saturn and it should be appearing 
on the shelves this summer I 

Of the five Street Fighter ii games - that's Street Fighter ii. SFII Championship 
Edition, SFII Turbo Edition, Super Street Fighter II and Super Street Fighter II X -only 
three will appear on the disc, and as yet Capcom haven't confirmed which they will be 

So now there is yet more rumour and speculation surrounding the game. It has 
been mooted that Capcom will release two discs The first would feature the three 
most recentStreetFightertitles, Turbo, Super and Super SFII X The second would be a 
'Street Fighter Classics' disc, containing the original SFII and SFII Championship 
Edition, and perhaps a conversion of the original Street Fighter game for the sakes 
of completeness and historical whimsy. Another strategy could be to put the first 
three games on one disc, then have the two Super' instalments in the series 
appearing on the second. Could either of these scenarios be true? Only Capcom them- 
selves know, and they're not saying anything just yet.Whatever the contents of the disc (s), 
one thing we can be fairly sure of is that the conversions will be flawless, with all the 
characters, backgrounds, moves and animations of the original arcade games. 

Morenewssoon, closer to the disc's summer release. 




SEGA MERGE WITH 
BANDAI SHOCKER! 

On January 23, it was announced that gamei giant Sega Enterprises Ltd. and 
Japan'i number one toy manufacturer Bandai Co Ltd. will cease to exisl. But before 
we get thousands of Saturn qwners ar^d Power Ranger fans alike hassling us on 
the phone, they're not disappearing into oblivion, but are merging together to 
form a multi-media entertainment conglomerate of massive proportior^s. Bandai 
will be the dissolving company merging into Sega and bringing with them their 
vast knowledge on character merchandising, visual and music technologies. 

Asof Octobem997,the newly formed company will be named SegaBandai 
Ltd. and will strive to strengthen their position in the global entertainment market 
by combining the two companies marketing resources. In theory each company 
should benefit from the other's strong points. For example Sega's main customefs 



lutthel 



eteenj-i 
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e others marketing itrategiei. 


meaning rr 


mpany will be divided into thre 


e distinct 


netwofking and toys with annu 


1 sales of 


exceed 600 Billion Yen, which 


ranslates 



younger. The merger of t^ 
tomers with each benefiting from tf 
Saturns to more people. The new coi 
areas; game machines, multimedia 1 
newly formed company expected to 
about 3 Billioii(ish) Pounds Sterling, 

How will this affect you the Saturn owner though? Well, to be honest it 
won't in the short term. Until now Bandai have enjoyed a close alliance with 
Nintendo but for obvious reasons this is now set to change. What this means is 
exclusive Satum-only Bandai titles. Aside from this and some management 
restructuring little has changed to affect the Saturn owner despite Ignorant ranti- 
ng! to the contrary in lesser publications. To be honest as long as Sega have the 
world's best programmers in the AM departments, who gives a toss what they call 
themselves, as long as It's not Sega Dai or Ban Sega. 
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RESIDENT EVIL CONFIRMED! 

After months of speculation Capcom of Japan have finally confirmed that last years 
PlayStation smash-hit Resident Evil is in development for the Saturn Not content 
withjustconverting their ?D arcade beat-em ups. Resident Evil a 
over here is scheduled for release 
or screenshots have been released at ' 
form the Saturn version will take. 

It is likely that the Saturn versior 
will follow much the same plot as the 
original PS Resident Evil but with the 
bugs and irritations taken out, includ- 
Ifig some of the more awkward 
angles. As far as we know there are no 
new characters planned but the cos- 
tume change system may be different. 
In the PS version you could change the 
costume of the characters on comple- 
tion of the game, it is rumoured that in 
the Saturn version there will be a wider 
rangeofcostumeswhich are selectable 
from the beginning. This IS a good possi 
bility as there's little point for Capcom tc 
include secrets from the PlayStation ver- 
sion that everyone knows about. No nevi 
■e planned either but they 
;signed to bring the 

3eable level. 

Those people 
who haven't seen Resident Evil will no doubt be wondering 
luge stir last year whi 
■leased on the PS 
jsiy Capcom will be hoping for similar 

described as a survival horror 
's not hard to see why. It follows the exploits of the two 
:hatacters, Jill Valentine and Chris Redfietd who are both 
ers of the STARS (Special Tactics And Rescue Servi 
They have been called 
murders at a place known as Raccoon City The gameplay is 
similar in essence to Alone In The Dark but far better requirm 
a great deal of exploration and puzzle solving. But the gore 
factor was dearlythe most popularaspect of Resident Evil. 
Still, the 5aturn version is due in Spring in Japan so we should 
have some proper Saturn shots 
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YOU HAVE BEEN JUDGED! 

Riding high on the amazing success of Tomb Raider, Core's new project is a ]D 
scrolling beat 'em up going by the provisional title of Judgment Force, It's being 
developed by the people responsible for Thunderbav^k 2 and bears obvious simi- 
larities to the classic Mega Drive Streets of Rage. In fact we believe the game was 
actually intended to be a SOR game, however when Core showed ai 
making this a multi-format game the idea was dropped. However the Saturn 
slon Is quite a way ahead of the PS version and should be out in September, 

The game itself is not dissimilar to Sega's own Die Hard Arcade but ever 
this early stage shows signs of surpassing it with a much greater freedom of 
movement. The player is free to roam around the jD levels [of which 15 are 
planned) each with multiple routes beating up the hordes of Reservoir Dogs style 
gangsters. Currently only one level is playable but already it pretty lo 

here are four characters to choose from each with their own fighting style 
round 40 to ;o moves. Only one of these characters was playable in the early 
n we played, Hawk, but had a good variety of moves including a head butt 
roundhouse kick which has a cool light trail following the foot. Weapons can 

J' £ )SR tered about the ground 

is also a fair bit of blood- 





you can guarantee that 
we'll be following It 
closely until then,,. 



Area 51 does not exist. 

And ii; you're smart, you'll stop asking questions. 
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ttirilled to Hie Virtua Finlitep series anii 
haveltie long awaited Manx TT Superbike. RICH LEADBETTER reports. 
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IMASS DESTRUCTION 

Regular readers of SEGA SATURN MAGAZINE might remember this game as we previewed it months ago. It used to called simply "Tank". 
Now it has the considerably more macho title of Mass Destruction. Let the carnage begin anew! 




As you can see, Mass Destruction is a game 
principally about tanks. Three of them are on 
offer at the beginning of the game. Essentially, 
their handling and weaponry is pretty much 

. The differences occur when 
to the speed and armour levels of the three 
vehicles. Basically, the more armour your tank 
is carrying, the slower it is. At this stage in 
development there doesn't appear to be so 
much difference between the tanks really, so 
it's perhaps best to go the best 



Soiact Tank 
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I ideogames are all about being able to do 
i exerting things that you just would- 
be able to get away with in Real Life. 
Ti beating the crap out of people 
through to driving fast cars at ludicrous speedt, just 
about everything haj been covered. Often the most 
satisfying games are ones where you're in command 
□f some huge mobile fortress and you basically blow 
the crap out of everything with no regard for human 
life. Such is the case with Mass Destruction, which 
has been carefully honed to be (at least potentially) 
one of the satisfying blasters of recent times. 

Any one who has played FirePower or its sequel, 
Return Fire, should be instantly at home with the kind 
of no-brainer activities depicted in Mass Destruction. 
Vou take control of one of three tanks, each with their 
own strenglhsand weaknesses, and your job is to 
take on various missions proffered to you, which gen- 
erally involve blowing things up and collecting things. 
And then blowing more things up. 



A tank game based around total, rampant destruction 

Mass Destruciicin looks like being a most amusing game indeed 




The game is depicted in super-smooth polygo- 
nised jD (with a screen update of 60 frames per sec- 
ond) and your tank is armed with a variety of 
weapons, which results in some of the most satisfy- 
ing pyrotechnics. The landscape is made up of a huge 
range of buildings, and all of them are completely 
destructible. Sprite-based explosions abound, and the 
effects generated depend on the size of the building 
annihilated along with the weapon used. 

Of course, your rampant sortie through the 
enemy terrain isn't without incident- Vou're very likely 
to meet a whole host of enemy tanks and foot sol- 
diers intent on blasting you into oblivion. VouVe 



with SI 



yourt 
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Here you can see the tank's flamethrower at work 
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doesn't really like being submertied 



PREVIEWED 




lt'9 1 good thing thai matt of (he miHion objectives Invnive torching everyttilng in sight, other 
wise you'd be in real trDuble... 



When it comes to weapons, youi tanks aie 
pietty well decked out. Pressing the A button 
cycles through the various artillery you've got 
packed into your tank, with the C button let- 
ting loose a round. In terms of actual weapon- 
ry... well, you name it, it's there. Mines ate 
pretty cool, but of far more use are the various 
forms of missile you've got In your arsenal 
(the best being the homing itiissile). These pro- 
duce some pretty spectacular explosions. 
Should you run out ot ammo, you can always 
trust your cannon to do the job. 




's and suchlike can get pretty 
dangerous. 

Originally a PC title, Mass Desti 
verted extremely well on tothe Saturn. As you can see 
from the screenshots, the game has a very simple look 
to it, but yet (and at the same time], when you see 
Mass Destruction in action you can't help but be 
impressed at the fluidity of the game along with the 
impressive conflagrations when a meanle or building 
buys the farm. There are also some nice special effects 
as well, most notably a reflective river with a bridge 
spanning it. Nice, 

At this stage in development. Mass Destruction 
looks very promising. SEGA SATURN MAGAZINE has 
only had a small play-test sessior^ on a two-level demo 
version of the game which was pretty limited. With 
loads more levels added and progressively more inter- 
esting challenges and missions, Mass Destruction 
could well turn out to be one of those "sleeper hits" 
wekeephearingabout. At this time, just about all of 
the hard work in getting the game engine across is 
complete- it's just a caseof adding in those extra mls- 

We should have a more complete version of the 
game In the SEGA SATURN MAGAZINE offices ne>rt 
month, so stay tuned, as the saying goes. 



Just like a realtank, the turret of your trusty 

vehicle can be spun around independently of 
the bottom section. This is achieved by using 
the shoulder buttons on the joypad. Using this, 
it's possible to fire in one direction whilst trav- 
elling in another. On the two-level demo we've 
played, this isn't that useful, although we dare- 
say that on the final game where there's going 
it could well be 
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BLACK DAWN 



Blood! Sweat! Slirapnel! Flying body parts! Just another day in Dave Kelsall's toilet. Meanwhile, In another of the world's war zones, i 
lone chopper pilot is treating some drug dealers to an invigorating dose of napalm... 




VIEW TO A KILL 



^i going spare, a 
get was required. Fortunately, 
caih-craied drug dealers and 
Middle Eastern terrorist organ 
sations were ready to gamely 
spring into the breach, and thi 

ers ladsl 



ed for U! 

USde> 



In true 3D simulation style. Black Dawn is 
replete with diffeient cameia angles that give 
you diffeient perspectives on the action. They 
all look pretty cool, but you'll probably find 
that some are more useful than others. 



lopers, Blac 




■nisfits' a debt of gratitude because without 



It in their 
ilation. Black Dawn. 
The sequel to the PlayStation hit, 
this game sends you 
28 massed -mega loi 

■ightofti 
trouble spots Vour simple Satur 
gives you the power 
ie AH-69 Avenger, a 
ittack helicopter 
that bristles wit 
high-powered missiles and tac- 
tical nuclear weapons. Chubby 

s for attacking, destroy- 
c, i' rescuing and defend- 
ing, there's no better danger-craft, 
"■ your first mission, you're sent to New 
ible Central Park which has been cap- 



Although Agile Warrior never made it to the Saturn, 

virgin have seen fit to release its sequel. Black Dawn to the Sega machine! 




_21 ^ SEGA SATURN 



IJ;U'iU'.'i4 



-•f^ ^ fe- *4^ 



THEHEUCOFIEIPAO 



in being revealed In thsse luwerly screen shots. 







Plenty of enemv hellcupters crop up. Gun Ihim all down likt illnking p«eegt! 



If you've ever tried it you'll know that flying a 
teal helicopter is tricky work - you could say 
it's almost like dtivir\g two cars at once, one of 
which is a flying cail To give Black Dawn an 
extra element of realism Black Ops have made 
the controls as comprehensive as possible, but 
cramming them all onto the eight buttons and 
D-pad of a Saturn controller has made for 
some complicated key combinations that may 
prove somewhat befuddling for new players. 
Fortunately Black Ops have also included two 
alternative control variations, one of which is 
biased towards making the control of the 
chopper easier, while the other is attuned to 
giving better access to your weapons. Our brief 
preview playtest seemed to reveal thai all 
three were as complicated as each other, but a 
bit more practice and we'll probably have 
worked them out. Don't you worry. 




uhich you can collect and u! 
nd right, 



Miiall* away! You're dMimed noH, mlaterl A bit of Im-riylng here, obvlougly. 



tured by He; Bollah terrorists armed with stoien 
artillery. Vaut fitst prioiity is to rescue eight of the ter- 
rorists' hostages who have slipped their bonds and are 
tunnlngto theedgeof Ihepark witha battaiion of 
hijacked tanlis hard on their heels. With the hostages 
delivered safely to the local kidnap crisis centre, you 
have to give those terrorists a good seeing-to by first 
demolishing their mobile early-warning radar vehicles, 
then knocking out the howitzers that they're using to 
bombard the island of Manhattan, home to numerous 
celebrities who have a lot of connections uptown. 

Stealth is as much a part of this game as mind- 
less carnage, and rather than storming straight into a 
warzone it's best to use the long-range sensing pow- 
ers of your radar to spot targets well before they spot 
you and then proceed slowly, taking them on a couple 
at a time. Steer clear of unnecessary targets too - 
destroying them will only waste ammunition, fuel and 

time and an ever-diminishing fuel supply Luckily, 



Take out that \xr^V. 



in then, 



le of truth 



The Black Dawn preview disc only arrived in the 
SEGA SATURN MAGAZINE office a few days before we 
went to press so we've only had a brief opportunity 
to play it, but we're quite impressed by what we've 
seen of It so far. The JD graphics are looking great, 
with minimal pop-up thanks to the use of that handy 
jD game programmer's tool, the mist effect Also 
impressive is the way that a realistic helicopter simu- 
lationy feel has been incorporated into the hardcore 
arcade blasting mayhem. The question that's doubt- 
less on your drool-coated lips, though, is, "Can this 
be any better than Core's Thunderhawk IL 
Firestorm?". Well, for that information you're going 
to have to wait till next month, when we'll be giving 
Black Dawn the full 5ECA SATURN MAGAZINE review 
'treatment'. Look forward to iti 
^^ Boom! And they're history. And 





Thi) It the peripectlire of yourwingman. 



Thil Chan Vinr 1i from behind your chopinr. ObviHnly. 



Ihi bast view ii the uiHihitniGtgd forward view. 
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SWAGMANj! 



Fresh from the success of the mighty Tomb Raider, Core Design are BACK. This time they've gone back to their roots, producing their 
first 2D game for many a year. 




Playing two poncey kids is haw Swagman 

but Zack and Hannah are not raally 
up to the ligouis of the Teirortiies, Swagman's 
fantasy lands hiding his nightmare legions. 
When access to these is obtained, the kids use 
their dreamdew to turn into Dreambeasts, 
tiansfoiming them into monstrous fire-bieath- 

of themselves. The Tettortries 
are designed to tax the better gamesp layer, 
who flits between them and the sub-levels of 
the kids' house. As the game goes on, the 
Terrortries begin to dominate, making the 
game 
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I Design are familiar to 5ECA SAT- 
URN MAGAZINE, but it't only 
s of Tomb 
Raider that the Derby developer (part of 
the Eidos group) has started to attract the 

rage it deserves. Swagman is in line 
vith Core's newly found diversity in 
deas, being the company's first lO game 
k Rock II, three years back, 
man has also had one of the 
ition periods of any Saturn 
game; three years the team have struggled 

to bring all their gameplay ideas and 

the plot - two children. Zack and Hannah, are 

Swagman, an evil dream creature. To protect tt 
there has always been the dreamflight, a swan 



Swagm, 



But Swagrn 
mflight. to I 



IS systematically trapped the 
no antidote to his nightmares 
world possible Thechil- 



ilne files of thei 
flight, each trapped on a separate level of a 
sprawling arcade-adventure map. 

The plot seems uncomfortably re 
of Sega's NiCHTS, but Swagman's team are 
quick to deny any charge of plagiarism, 
indeed they had the idea first. Actually, they 
don't care much for NiCHTS, dismissing it as 
a 'great demo'. They see Swagman as being 
luctive In terms of gameplay Hmmm, 
expressed in SEGA SATURN MAGAZINE 
□t always those of the publisher.. 
The games that do inspire Swagm, 

Swagman matches Nintendo's Zelda in terms of 
siie. with comple« multi-level scrolling maps, and 
the challenge of the game is to find and use objects 
that will open up new areas of these levels. 
However, the player makes his ways through levels 
progressively not back and forth, unlike Zelda and 
more in line with Konami's Zombies, a great plan- 
view shoot 'em up. Core would be happy if Swagman 



i6-bitei 



luld ci 



hthei 
.phere of Zombie; 



; style , 




Tbg MM li tkt buh for much English 
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NIGHT ON THE TILES 



HE MAKES THE SONGS 



Making a 2D game may seem passe, but foi 
Swagman's team it has been a headache, precisely 
because the 33-bit machines aie so well supported 
as 2D machines. It's also been a mammoth task to 
design graphics sets for all the diif eient sorts of 
envirormients they wanted to include. Instead of 
creating repeated polygon- textured environments, 
Swaginan uses an intricate 2D tile map editor to 
altei the graphics on a screen by screen basis, but 
the designers think it gives Swagman a constantly 
changing, refreshing appeal. 



Currently scoring the last four tracks for 
Swagman is Nathan McCree, one of Core's two 
musicians and the acclaimed composer of Tomb 
Raider soundtrack. Swagman proposes to have 
more of these atmospheric, symphonic sound- 
scapes in the background, and fit in with the 
inspirations behind the Swagman myihos - the 
dark, weird works of film director Tim Burton 
(Beetlejuice, Batman, Nightmare befoie 
Christmas). So in theory we should be expecting 
great things eh? 
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Plenty more Swagman picj for you to drool 
over,,. Its you can see. Core Design have cer- 
tainly put a lot of efTort Into giving the game a 
definite slyle of its own. This game hai been 
in development since the 32X was announced 
and is finally nearing oompletlon. Eipect a 
review in llie neit issue of SEG* SATURN MAG- 
AZINE, If all goes to plan. 




!D. Swagman definitely has a very interesting graphi- 
as can he seen In these screenshots. The Saturn's 2D 
•t unrivalled, so this should look vary cool. 



VIVADOMESTOS 



Bugs play a strategic part in the gameplay, 
adding to your problems beyond locating the 
Dieamflighl. Apparently, Zack has a collection 
of insects skilled in all kinds of acrobatics, 
including bridging. These skiUs need to be 
employed at various points throughout the 
game, and a requisite number of bugs found on 
that level are needed, tur>\ing Swagman into a 
Bug Hunt. 
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TORICO 



What's this? An FMV adventure full of magic and mystery that tells the story of a lost man who seeks his lost past in a world where the 
wind only blows every four years? Why, yes it is. How clever of you. How here are the rest of the details. 




attoos are alway> bad news aren't th 

You have 'I LUV MUM' indelibly inicri 

on your forearm, then you remember 

that you are actually a new specie^ o 

ally-«ngin««red human tl 

n a giant teit tube and tl 

^e no mother in the trad it 

at san^e. How embarrassing! What 

aregoinglosay if a policeman 

will you ever marry into decent 
society with such a curse? 

of Torico, has just as much trouble 
witd his tattoo, it wouldn't liave 
been such a big deal if he'd had a 
giant, full-colour Chinese dragon drawn 
from buttocks to shoulder blades. At least he 
could have covered it with a shirt. But no. Instead 
finds himself with an ornate crescent design slap 
bang in the middle of his forehead And, as is usu, 




these things, he has no substantial memory of 
it got there. 

Unfortunately, Fred's tattoo attracts the unwel- 
me attentionsof some decidedly sinister individ- 

Misty Town jail. Fortunately, his cell- 
mate seems more eccentric than per- 
;rted, and rather than attacking 

should be attacked, he gives him 
the key to the cell door. 

By stepping outside, howev- 
er, Fred is stepping into the dog- 
ness of fate. As he tries to escape 
the town's twisty streets he meets a 
man who first knuckles him in the kid- 
neys, then drags his unconscious form 
before the local headman. Lord Coidon, 
Cordon quizzes Fred on the nature of his tattoo, 
which apparently marks him as a one-time visitor to 
theCityoftheMoons. Apparently, one trip to the City 



In the past 'FMV RPG' have been six letters that 
spelled 'iffy game' to many Satuin owneis. Has 
this genie finally matuted into something 
worthwhile? Will Torico be an improvement 

ii its predecessors? Which, 
wondering. 



Who'd have thought that could lead a person 

into an adventure fuH of magic, ^nrl MIIRnilRRRR! 




D's Diner - Much gory murder and psychic 
intrigue in this thriller from Acclaim. A step 
from Mansion, this one looked and played bet 
tei, though the voice acting was ropey. 
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n. An lnter«!llng wi ndm II I -conl rolling 



I mm. The raps ladder appears In be crap. 



The streets of Misty Town are pretty quiet, but 
there's someone who has 



of the Moons is all you need to 

life, so Cordon, twisted megalo 

quite Iteen on discouering its loi 

him, his own eternal life capabilities will 

destruction at the hands of Gordon's viol' 

And with Fred's memory being what It Is. 

looking good for our boy. 

All this sets the stage for a full-moti 
adventure in which the hapless Fred walk 
dered streets of Misty Town in search of s 



set up with eternal 
iniacthathels, Is 
ion. If Fred can't tell 



e lost hi 









[give 



him directions to the City of the Moons. At first, all 
doors are closed to the mysterious stranger, but he 

covers that there Is something strangely coincidental 
about the period of time four years ago. At Ihe same 
time Fred mas losing his memory, Louisa, the town 
beauty, spurned the love of Lord Gordon and mysteri- 
ously 'disappeared'. And strangely enough, that was 
around about the time when the wind stopped blow- 



id every front door 
iniguous yet significa- to say. 

ing in Misty Town. Hmmm... Intriguing. This being an 
adventuregame, of course, all such coincidences are 

This being an adventure game you'll be wanting 
some puzilei. an' all, most likely From what we've 
seenofthefirst part of the game, these take the form 
of finding an object then finding the person who 
wants it in the hope that they'll give you another 
object that someone else wants. We're assured, 
though, that by the time you've progressed to the 
Torico's second disc (yep it's a double-CD game] this 
simple barter fun Is exchanged for more in-depth 
problem-solving. 

So will Torico be the first classic FMV RPC on the 
Saturn? Or will its Japanese origins make it so unintel- 
ligible to the Western brain that it would be better 
named, as our spelling-check software keeps insisting, 
'Turkey'. Find out the full adventurous truth In next 
month's review! 

^ 
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You'U meet a host of people in Torico, some of 


them nice, some of them nasty, som 


:e of them a 


bit mad, all of them with the lovely 


smooth 


complexions of pre- rendered chaiacteis. These 


people also exhibit the speech patte 


ms of some. 


one whose brain works in Japanese, 


but whose 


mouth translates every word into a 


stiangely 


stilted dialect of English as it's spoki 


="■ 


FRED -The Tattooed One. ^^^1 


r^Bi 




'.JHI 


who won the World Cup ^VV 


-^■1 


tour years ago and he'll ^^H^A, 


k^^fll 






LORD GORDON -He's ||Ed|' 


^ IC 


been nasty and miser- ^^^^Bl 


A ■ 


able ever since the love- |L^B 


■ ■ 


ly Louisa gave him the ^Vl 


l»^^ 


elbow four years ago. ■* ■!" 


nB_ . 


JADE - Gordon's hench- ■ ||j 


4 Hill 


man. Pops up occasion- ■ fl 


li^ll 


ally to give you non- ■ U 


dHUI 


cryptic dues and punch H [ r 


301 


Fred in the gut. " '1* 


^■■M 


THE WOMAN -Gordon's j^^H 


F^H 


henchwoman (we didn't ^^^^^| 


I^H 


catch her name). Not ^^^H 




the sort of you'd ^^^H 


E^dl 


take home to the folks. ^^^B 




LOUISA -Lovely (but jj^^H 


^^^H 


dead) ex-sweetheart of ^^^M 


^^^^H 


Lord Gordon. Appears to ^^^^H| 


k^^^^l 


Fred in a glittering ^^HN 


P^^^^^H 


ghostly form. ^^^^MM 


r_!^^B 


LOUISAS DAD - Devoted HHai 


p^^^a 


father, who still hasn't ^^^H 


pJ^^^H 


got over her daughter's ^^HH 


M^^^l 


death, judging by the ^^^ 


^^^^^^1 


way he rambles on. 


^ 


ANTHONY - Bald man ^^H 


^m 


with mystical powers. ^^|B 


■^■"^M 


CoUects butterflies ^^^F 


^ H 


because they contain ^^1 


L.- . 


the souls of the dead. ^^^T 


W-' 


DR MORSE -Gordon's HH| 


liU^H 


personal physician. Has ^^^| 


■^^^H 


a poor bedside manner PI^H 


^^^^^H 


("Get out of my surgery" ^^^^| 


^^^^H 


sums it up). I^^M 


B.^^H 


ROSE AND HAl - The ^^^H 


^^^H 


mother- and-son who |^^^| 


I^^^^^H 


nui the flower shop. ^^^^^ 


M^^^B 


Pleasant, but the kid's a ^BK| 


^^^^B 


pain in the arse. ^BHI 


^*<^H 


MAC-AclDckmakei ^^^V 


pwu 




-^H 


respect for a man who ^^VV 


' ^V 


has no respect for time, ^^r M^ 


b.JI W 
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HOST VIKINGS 2: NORSE BY 

Rape? Pillage? No thanks, matel All these dishevelled Scandinavians need is a platform-puzzle scenario and they'll be happy for hours. 
Clearly those cheap history boolis lied. 




1 llNTEHPLAY | 








1 Iplatform 


nil 


E« 
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A RECIPE FOR DISASTER 



The witch's telepoitatlon spell lequires pre- 
cisely the conect ingiedients and any minor 
discrepancy can mis-teleport one of the 
Vikings to the wrong place. When this hap- 
pens the temaining Norsemen have to manage 
on theii own until they find someone else to 
help out. A new member in the gang brings a 
new lange of abilities. Fang the Werewolf, for 
example, can leap and cling to walls, allowing 
him to climb sheer rock faces with ease, and 
his sharp claws let him shred any foes who 
cross his path. Scorch the Dragon, meanwhile 
is a great one for flying aiound and breathing 
balls of fire that reduce his enemies to ashes. 
Thrilling! 




□ 



owhere in the Great Crimoire of Games 
Design does it say, "If thou wishest thy 
platform-puzzle game to enjoy great crit- 



ic banter fora 



letheym 



i.thou 



3uldstu: 



kings a' 



t least it doesn't say that i 
our copy. Interplay must have a later edition, though 
because this is exactly the plan they followed when 
they brought out Lost Vikings on the 5NES and 
Megadrive, and everyone loved the pants off it. 
Having found the magic formula. Interplay are giving 

r go on the ji-bit formats, with Beam 
Software doing the programming and installing a 
host of new features while they're on. 

The sequel starts as our three heroic r^orsemen 
are sailing back home after escaping the dread ciutch- 

they must feel when, within sight of land, they feel 
that familiar tirigle of the teleporter beam and they 
disappear into thin air. Olaf, Erik and Baleog remaleri- 
alise in Tomater's spacecraft and after listening to his 




inageto 

escape. But before they can return to their longship. 
oafish Olaf the really stupid, fat, food-crazed one wl 
can't read mistakenly presses a button that transpar 
all three of them to a distant point in the space-timi 

The boys are distracted from their immediate 
urge to beat Olaf to Scandinavian pulp by the more 
pressing concern of once again having to find their 
way back home They find themselves in ancient 
Transylvania, and a nearby witch informs them that 
she has a short-range teleportation spell that will 
take them part of the way back to Tomater's space- 
craft, but she needs three magic ingredients 

So, the Vikings have to spend each level huntjr 
around levels full of platforms, locked gates and rav 
enous monsters looking for these three ingredients 
then they have to getting them back to the witch's 
cauldron. Actually finding the ingredien 



ke 



dif- 



After their first 16-bit adventure the Lost Vikinos are back! 

Their zany antics are conceptually similar to their activities in the first game 
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Bal«og is Mt Weapons, using a stolan energy 
sabie foi shart-iange defence, and a bionic ar 

distant targets , The 
useful fot grabbing unieachable i 
syringing acioss chasms a la Bionjc Commando. 
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t FARRINGDON lANl, LONDON, ECiR jAU. 



SATUKN BACKLASH... BACKLASHEDI! 

B«for« Chritlmat, SSM w*> dalu^ad wKh Uttan from S*tum ownare contarmd 
that tha MayStatlon w» leaving thatr machinal bahlnd. Should thay mII up and 
iwKch ildei? "No!" It tha amphatk reply from our raadart... 

Dear SSM, 

I had lo write this letter in response to the letters of Mikey T and Chris 
Nightingale. I have many friends who go on about this PlayStation vs Saturn thing 
and the N64 that is supposedly going to mash up my Saturn. But when they come 
dround and play on my 'Black Beauty' they never want to leave! And that's when I 
remind them about the PlayStations and N64S they're supposed to begettmg! 
And i also take this opportunity to remind them what's stilt to come to Saturn. 
They never have any comment, just that now customary nod of respect. 
Many a person has been converted after playing the Saturn at my place. Vou [and 
anyone else who thinks so negatively) would be mugs to sell up. 
Rick Corbin. Plumstead 

Dear SSM, 

I am concerned about these letters from Saturn owners who are disgruntled with 
Sega. Why? Why? Why? With the exception of WipEout 1097 how many games 
are there on the Sony that are actually worth forking out £40 or £50 for? I own six 
Saturn-exclusive games (as well as games available for both machines) and SFA2 
and DarkStalkers are far superior on the Saturn. 
Peter Coombei, Brtxkham. Surrey 

Dear SSM, 

A year ago i wanted to buy a new console. For me there was only one choice - the 
PlayStation was obviously the better machine. Everyone was talking about it and 
thequality of the initial software was much better than the Saturn's, Then games 
likeTekken a and WipEoutiogycameout and only seemed to prove the PlayStation 
was better - or so I thought. 

Two months ago I sold my PlayStation and bought a Saturn. Oh, I took some 
stick from friends but once I had played on my nephew's Saturn I realised that 
althoughgraphicaliy the PlayStation sometimes has the edge, the Saturn has the 
bestgameplay. 



Sega Rally is the best rat 
and Formula i and they don't e\ 
VF2 is the best fighting game. I 

Don't get me wrong, I'r 
machine, but 



ame on any machine I've owned Kidge Racer 
imeclosetothegameptay ofSega Bally, Also 
d Tekken 1 and for me the Sega game is better, 
here to slag off the PlayStation, It's a great 




was taken in by the hype, but I really feel that graphically the PlayStation has 

peaked while the Saturn getsstronger after every game. 

Let me finish by saying to all the dejected Saturn owners, you can't play the Sega 

arcade conversions on the PlayStation. And believe me, most PlayStation owners 

envy you for that. 

Keep the faith. 

Paul Burrows, Dagenham. f isev 

MK^ And with that, Paul Buirows hits the nail on the head. The message is 
""^^ deal - Saturn owneis have plenty to look forward to that FlayStaUon 
owneis don't, so let's all be happy with what we've got. This correspondence 
is now dosed - SO NO MOKE PLAYSTATION LETTEKS, OK? 



CHRISTMAS NIGHTS OP ANGUISH 

Dear SSM, 

I feel I must put pen to paper aboi 

Christmas NiCHTS. 

I have had a Sega console 
in my house for the last five year 
and last year I spent over £300 or 
games for the Saturn. Before 




Fighting Vipers and when I bought 

the games I asked for my copy of 

Christmas NIGHTS and the shop 

assistant told me they didn't have 

it I have since found out that if I 

had gone a further two miles into 

Leeds city centre and bought my games there I would have got it. This is stupid. 

I phoned Sega in London to find out how to get a copy of Christmas 
NiCHTS and was practically told, "Tough, it's not our problem". Well, I've got 
news for you Sega, it is your problem if people can't get it. I can hardly take my 
games back for a refund so that I can buy them again In some other shop that 

I feel Sega have let me down over this. I have NiCHTS and was looking 
forward to Christmas NIGHTS, but it now looks like we will never get to see it. 
Mr Stephen Crump. Tlnihllt, Leeds 

Dear SSM, 

About Christmas NiCHTS. I heard about it in October and immediately started 
drooling. However, no matter how hard I tried I just couldn't get my hands on it! 
I couldn't find any shops that 'did the offer'. The shops where I bought Daytona 
CCE and Virtua Cop 2 in December wouldn't give me it, and it looked like my last 
hope of getting it was via your subscriptions offer. However my Mum wouldn't 
give me the money to order your magazine, leaving me without Christmas 
NiCHTS, 

is there any way I could get it? Please, I'm willing to pay money for it! 
4 n drew O'Flaherty. Maghull, Mersey side 

jLT^ Theie's little we can do in this situation apart fiom offei some sort ot 
"^^^ apology. Still, peihaps it is too easy to blame Sega, They tried to do 
theii best by shipping out the CDs to the lelailecs and from what we can see 
theie has been a combination of there simply not being enough to go 



IHiilM 



^^ 



aiound alongwilh what can only be desciibed as gieed by some shops. We 
would have Itked to have coveimounted it, but It just couldn't be done. 



VISTUA TEDIUM 
Dear SSM, 

Ate we the only ones out there who are getting really fed up with all the crap jD 
beat 'em ups that are being slung at us left, right and centre? VFi- played through 
this rushed trash and binned it after a day I think it was the fast action and bril- 
liant moves that kept us glued to the screen... NOT! Virtua Fighter Remix - same 
tedious gameplay new graphics... BORING! Virtua Fighter j - two new characters, 
same old CRAP!! Fighting Vipers -dejavu? VF Kids, VF3, Last Bronx... the list goes 
on and on and on. Wow, what a treat Fighters MegaMix will be, can't wait for this 
one, it's sure to be as riveting as the others. Is this all Sega think we want from our 
next generation consoles? 

Don't get us wrong, we think Sega'sthe best. But there's still a lot of good 
games being produced out there that are not as over-hyped ai 
are better games, eg. X-Men COTA. UMKj and Guardian H 
games look better, they also play much better with fast ac 
moves. We can't believe X-Men didn't get the rating it deserved - all you cared 
about was the poxy borders. Last time we checked, the size of the borders didn't 
affect the gameplay ((bet youachanjeyoufrn/niJ //you sow the Jap reraon -ftcf?]. 

Were you on something when you decided to give VFi 97%? Having previ- 
ously owned the game we found it certainly didn't live up to all the hype it was given. 
Wewere very disappointed with the game and the most it deserves is 60%. whereas 
a game like X-Men, with lOO times better playability should get at least 96%. 
We're not saying all 3O games are rubbish -we really rate Athlete Kings. Virtual On, 
Tomb Raider and the Die Hard arcade game- but we feel that most these 3D 
games are too slow and have very short lifespans. 

Is there anyone out there who agrees with us? Out yourselves NOW!! 
Aitx Charles and David Medcalf, lutan, Beds. 



is the VF genre but 
, Not only do these 
and superb special 



^^r You have "outed" yourself all right, leveiUlng yourself to be a gibbei- 
~S^^ ing, dioollng fool devoid of taste and intelligence, AM2 put yeais of 

development Into these games which aie acclaimed 

the wotld ovei and you dismiss them as "BOSINGt". 

Begone 01 1 shall crush you like a bug for this 01 

geoui insolence! Oh, hold on... what's this? 



AM-POO? 

Dear SSM, 

This is not a slag-down letter, but the Af 
Departments aren't as good as you maki 
I mean their conversions are excellent, they really try thei 
best, but sometimes they convert games that are almost 
identical to the last one they converted. For instance. 
Virtual On is no different to the Virtua Fighter series real- 
ly, and the new Daytona, granted it looks good but 
they've changed the game engine which I think is a big 
mistake. 

Careth Morgan, Halitead, Essex. 

j4^ The AM departments effectively invented the jD beat 'em up when 
'^^^ they came up with the original Virtua Flghtei coin-op, and the reason 
they keep producing follow-ups is that gameis vfoildwide aie constantly 
clamouring foi moie of the same. Having said that, the AM learnt have pro- 
duced plenty of woild-beatlng atcade games which AREN'T fighting games - 
how about the Vittua Cops ifti, Virtua Baclng, Daytona USA, Sega Rally, 
OulRun, Afteibumei II, Space Haidei - all of them classic Sega Utles which 
set new standards in theii day! 

By the way, if you think Virtual On is no different to Virtua Fighter you're 
probably not playing it right. Mind you, you're probably right about 
Daytona CC£. But that didn't Issue forth from any AM department, instead 
being handled by one of Sega of Japan's CS teams. 



CLASH 07 THE SATURHS 



I am feeling a bit depressed because everyone I know has a Sega Satur 
a 5ega Saturn i and one of my friends says it's made of cheaper chips 1 



compared to the original Saturn, He's absolutely mad about computers and has a 
NES, 3 Super NES, a Jaguar, a Saturn and a Megadrive 2 and he thinks he knows it 
all. Could I have your comment? 
Kurt Martin, Birmingham 

jAZ, Clearly this friend of yours is a leading exponent of low-giade jive- 
"-^^ talking. The second-edition Satums have all the power of the original 
machines, but in a more compact design. Also, the newer Saturns come 
packaged with the Japanese controllers which are much more responsive 
than the old joypads that your mate's still curling his simian pawn around. 
Anyway, haw clever can he be if he bought a Jaguar? 



JONHY COLUHS 

Dear SSM, 



Wy name is Jonny Collins and I am rock solid to say the least. Therefore I believe it 
s in Sega's interests to model one of their next Virtua Fighter characters on me as 
am rock hard. Forget Peter Andrea and his mysterious girl - I'm the ultimate male 
with the ultimate six-pack, 
Jelieve me, the character would be rock solid, 
4nd remember BRUSSELS EQUALS MUSSELS. Please think a 
Jonny Collins, Londor), E5, 



'II throttle ya. 



- Oh, Jonny Collins - you're a daft arsel And you know what you ca 
with your six-pack. 



I do 




I AM KID RETROI 

Dear SSM, 

It's occurred to me, with all mannerof arcade companies such as Namco, Item, 
Sega, Taito, Williams and whoever else releasing retro compilations of their old 
classics, why don't Capcom do the same? They could release all their old games 
from Commando, Ghosts N' Goblins and Street Fighter up until Final Fight and SFII 
(the original). I for one would love to play arcade conversions of Strider and a 
three-player Mercs that makes use of the six-player adaptor. It's a pretty exciting 
thought. Maybe a lot of other people are interested and I'm sure there are a lot of 

Carl Mason, Doncasier 

j ^^ There are some dissenting voices in the games biz who think that this 
■^"^ whole retro thing is a pointless waste of time, but being veteran 
gamers who've been playing since the year dot, we must admit to being 
quite into the idea. Sega Ages brought back many a happy memory, and we 
agree that a Capcom Museum compilation would be just as good! Final Fight 
and Stridei would go down well with Master Richard, but we'd rather see 
Ghouls N' Ghosts than Ghosts N' Goblins. How about it, Capcom? Do you 
hear the ciles of your public? 



THl HAIKIDIS lOHGSHOT 

Dear SSM, 

This is a longshot, but I think Sega should take Worldwide Soccer and change it 
ational sides to club sides. It should include a Division One league and a 
Premiership League. The top three in Division One go up at the end of a season 
and the bottom three in the Premiership go down. Also to make the gameplay 
even better. The top three teams in the Premiership, should enter a European 
Championship at the end of a season. And instead of just playing league or cup, a 
season option should be included, with cup fixtures included in the league sched- 
ule. Ijust feel this would be the best footle game ever. Think about it. 
Mike Hallcides, Waterlooville 

^2^ That U a bit of a longshot, Mike. For one thing, Saturn games are 
''^r localised to the whole of Europe, not to Britain specifically. How 
would our French pen-pals feel if they had to play as West Ham United 
instead of Paris Salnt-Germalne or Marseilles Wanderers? And how 
well would such a game go down with our brethren north of the border 
if it didn't include any Scottish teams? II looks to us like you want to 
turn Worldwide Soccer into England-wide Soccer - a plan that, In the 
mind of any rational human, would brand you as an evil megalomani- 
ac! Today Worldwide Soccer, tomorrow, the world! Say it ain't so, Mikel 
Say it ain't sol! 
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Here we are again. More questions. More answers. And more insane ranting for 
our resident super-villain editor. Rich Leadbetter, aided and abetted by Sega 
Europe overfiend Mark Maslowicz. Test their combined inventive genius to the 
very limits of human endurance and send them your questions to... Q+A, SEGA 
SATURN MAGAZINE, Priory Court, 30-32 Farhngdon Lane, London EC1R 3AU 
Please be interesting. 



AMUNIHnUTERniTES 

To SSM, 

I'm writing tliis letter toyou and praying tnatyou will 

print it Thanks for your time. 

1. Is the Arcade Kscer worth buying because I've got a 

fisw racing games and I'm planning to get iWarn TT? 

3. I've heard a bit about Mystaria II being on the way it 

this true and when wiH it be released? 

3, 1 own all af your demo discs and the latest is the best 



James Buckley, Eckington, 

^ftS, '■ The Arcade Racei Isn't really essential - cer- 
''^^ tainly not as essential as the NIGHTS ana- 
logue pad, which also woiks on all new driving 
games. 2. Hopefully around Apiil/May - it still needs 
translating into English. 3. Hopefully in the next cou- 
ple of months you should witne&s another one. And 
yes, it will be ace. 4. It is kind of like LandStalkei, yes. 
It should be out as you read this. 

NT ATTEimiM IN EHUtSK CUSS. nUSE 
Dear 5SM, 

Please can yoj print my letter I have eight questions for 

you as I'm a BIC fan of your mag. 

1. Can you please give us readers more demos with your 

magazine? 

3. There is a gun game in the arcade called Cunblaster 

made by AM;. Is it coming to the Saturn and when? 

3. Can you please have more than one tips page in your 
mag? 

4. Can you please find tips for NiGHTS and Virtua Cop 
s? 

5. Can you give us a tips video with your mag? 

6. Which system is more powerful: Saturn or 
PlayStation. 

7. Is there going to be a Virtua Cop 3? 

8. Can you please ask all of AM; for their autographs 
because I'm a BIG fan? 

Keep up the good work, your mag is elcellent 

Simon Snow, Some wherewi lie. Arliona, 

I said, we're 
to quality discs as opposed to 
quantity, a. No there isn't. You're probably referring 
to GunBlade by AM3, which is scheduled for Saturn, 
probably at the end of the year. 3. The 16 last issue 
should have sorted you out. 4. Issue ttii had a huge 
NiGHTS guide. As for Virtua Cop 1, look no further 
than this magazinel ;, No. It would be too expensive. 
CDs only foi SSM. 6. Saturn matches PlayStation on 
everything bar some transparency and lighting 
effects. Saturn has mote processing power and far 
luperiot iD capabilities. 7. There has been no 
t, but it's a posslbUity. S. No. 



ssjoysticksintheUK? 



3 Which IS the bi 
Street Fighter? 

4 is It true that Namco's System 33 hardware (which is 
being used in Tekken 3) makes their games look and run 
better than anything from Sega' 

5. Why are sales for Saturn so low? 

money will it cost' 

Orlando Coodall, Devon 

ji^ I. It won't be out in Japan for another few 
^^^ months, and probably v^on't get here until 
the summer. Sigh, 3. Unless a third party company 
produces them, no. In the past they have been notori- 
ously crap any way. 3. Personally, we prefer MSH, but 
XMVSF is still a damn good game. 4. NO. Tekken 3 is 
running on what looks suspiciously like an enhanced 
version of their PlayStation System 11 board (which 
some have dubbed System 12). Its performance is 
nowhere near the same league as Model 1 - let alone 
Model 3I 5 As I mentioned last issue, rampant stupid- 
ity is life the world over. Besides they're not low, 
they're just not as many as that other machine. 6. No 
filled date, but sometime in '97 at around £aoo. 



miiKVeL 
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mmunuouESTioHs 

Dear SSM, 

Vou've heard it all before, but could you be t 
answer these pretty little questions' Ta 

; I5 it pretty damn liliely that Sega will use; 
cartforVF3' 

3 If they do, will It be a VF; only thing or wil 
actual Saturn upgrade' 

4 Do you prefer, or even like, the new hand I 
DaylonaCCE? 

5 Does the original car, when you get it. bar 



jJtS, '- 1^* sequel, Folicenauts, has been touted for 
•^^ Satumbutisunlikely to appear over here. z. 
Pretty damn likely, yes. 3. Probably an upgrade that 
will work with other games too. That's if there is an 
upgrade cart at all. 4. Definitely prefer old Daytona 
handling. Kind of like the new handling, but it's 
nowhere near as enjoyable, ;. Certainly not. The orig- 
inal car is like a super car, vrith maximum top speed, 
grip and acceleration. 

iKEnHinniiiTniisLETTU 

Dear SSM, 

I've never written to a magaime before and I beg you to 
print this letter for you to answer some questions and 
settle a dispute which has been causing me to have 
sleepless nights 

1 i recently purchased a Saturn and some games. I'm 
astounded with the machine but my friends say it was a 
mistalce and I should have tiought a PlayStation, i also 
went to Curry's to look at some games where I overheard 
a shop assistant practically slagging off the Saturn to 
potential buyers, saying the PlayStation was better Well, 
SSM, which 15 the better machine and why? 
; OnecfthegameslboughtwasVF; Is it worth exchang- 
ing this fcr Fighters MegaMii which is out soon, or wait for 
VF3 and stick with VF;.. 

3 Will there be a sequel to NiGHTS? if so, what is its release 
date? Is It worth waiting for 01 should IjustgetNiCHTS? 

4 Are there any more racing games planned for Saturn 
of Sega Rally pedigree' Will WipEout 2097 come out? 

5 Do you think that Bug Too is Saturn's answer to Crash 
Bandicoot on PlayStation Is it worth a took? Please. 



tsofa> 



Id you a 



HOFF-E, Somi 



_^r^ 1. If you're happy with the Saturn, fine. And 
"^^^ so you should be as it has some of the great- 
est games ever foi it. We're all getting a bit annoyed 
of these so-called expert shop assistants. As 1 said last 

shops and we shall endeavour to eliminate all those 
whose commenls are an affront to Segal As I said ear- 
lier, Saturn has some difficulty with some of the 
PlayStation's Ughtlng and transparency effects, but it 
has more CPU procetsirvg power and far superior aD 
capabilities, i. Stick virilh VFi, but get MegaMix as 
well. Ordy consider getting rid of one of these when 
VT3 appears. 3. Whatever game comes next from the 
Sonic Team will be awesome, but you are a fool for 
not having NiGHTS at this moment! Buy it - it's one 
of the best games everl 4. No news on WipEoul 1097 
(although it is likely to appear later in the year}, but 
In the meantime I'm sure Manx TT SuperBike and 
Sega Touring Car Championship will sort you out. 5. 
Bug Too's pretty good, but you want NiGHTS, yotmg 
man. NiGHTS, you hear me? N-i-G-H-T-S. 
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SEEN ENOUGH 




VIOLENCE? 

NOW BLAST THE ENEMY INTO 32 BITS 

^ cRusBaEa 



"One of the best PC games ever" 
GAMES MASTER 93% 

"Action, Adventure, Strategy people 

getting their heads blown off..." 

PC ZONE 91% 
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ISHOWCASEg^ 



After the success of the PlayStation version, an enhanced Soviet Strilte finally 
makes its way to the Saturn in another shameless cash-in on current world politi- 
cal issues. LEE NUTTER takes a look at EA's premiere 32-bit blast-a-thon. 



ay back in 1991, riding high on the feel good factor in the after- ^5*'^ ticated Strike game ol 
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LEVEL TWO: BLACK SEA STRIKE 



LEVEL FOUR: DRACULA STRIKE 
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175 Turret Gun: 25 SKAR. Armour: 150 Missile: 40 GAINFUL. Armour: 150 Missile: 50 GANEF. Launcher: 75 Missile: 150 

sys This long range anti-aircraft missilp can 



Jjly-fi'lgaiM 



3i to destroy it oi if you aimed Hellfire and a couple of Hydra; 
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SHOWCASE 



THE HEX FACTOR! 



After the horrible disappointment that 
was the Saturn rendition of Doom, GT 
Interactive are all set to redeem them- 
selves with the imminent release of 
Hexen. Hence this particular showcase 
penned by RICH LEADBEHER. 



^^,^ilm<^ikMm*i ■^*i*|.TM|H 



CHARACTER CLASSES 



a^HS 



m 



i 



One of Hexen s best advantages over Doom (and even Quake) is the addition of 
thiee different character classes. At the beginning of the game, you choose the 
class of character you wish to l>e and this detennines which weapons you get in 
the game. It should t>e noted that Weapon #4 of each character requires the col- 
lection of three separate parts before it can be used. As it is, the classes each have 
their own strengths and weaknesses, as you shall discover as you read or 



CLASS: FIGHTER 

SPEED: 10 

ASMOUS: 10 

MAGIC: 1 

STRENGTH: ? 
I NOTES: When it comes to sheer athleticism and povrer, you can't really get bet- 

tei than Baratus the Fighter. In terms of strength and power of attacks, this guy I 

[s in a class of his own. He's also "useful" in that he can run faster and Jump 

higher than the other two classes. When it comes to use of mana, Baratus is 
I also impressive, despite his crappy magical prowess. Three of his four weapons 

d without mana and the axe and hammer only use miniscule | 



ntsofthemysticalmagicalenemy. A powerful character indeed. 



WEAPON #1: SPIKED 
GAUNTLETS 

powerful base weapon, 
the fighter is able to dish out three 
punches in quick succession before 
making him able to dish 
damage than other char- 
using this level of weapon. 
The fighter ha 

ith, obviously. 



WEAPON <»3: HAMMER OF 
RETRIBUTION 

As a close range weapon, it's not that 

; powerful than the axe, 
so it's best to use it as a long range 
weapon in conjunction with green 

> long range form, a green I 
fireball is dished out which can take f 
out multiple targets. The price? 
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ALL-NEW ADDITIONS TO THE DOOM ENGINE! 
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CLASS: 
SPEED: 
ASMOUR: 
MAGIC: 6 

STSEHGTH: 6 
NOTES: As you would expect, Parius l5 the middle-man between the physi- 
cal hghler and the magical mage. Among his strengths is his use of the 
flechettes. He drops them and they explode to envelop his foes in a poiso- 
nous gas cloud. Pariu5 is also notable in that he has the best homing 
weapon - the Wraithverge, Howevei, it's power comes at a price: namely 18 
mana... of each colourl In multi-playet mode, Parius tends to be the charac- 
ter of choice. Not that we'll find out without a link-up cable .. 



WEAPON m\ 

MACE OF CONTRITION 

This is quite similar to the Spiked 
Gauntlets employed by the Fighter. 
Unfortunately, although the mace 
has a longer range, it isn't quite as 
powerful. On the plus side, you 
don't have the embarrassing pause 
after the third ci 



WEAPON ^: FIRESTORM 

A powerful weapon that inflicts 
plenty of damage, the Firestorm 
sends a streak of fiie hurtling along 
the floor. One problem is that it hugs 
the floor, so you can't fire it across 
gaps at your enemies. Vou get fairly 
good value out of the four green 
mana used to fire up this baby. 




WEAPON n-, SERPENT STAFF WEAPON m-. WRAITHVERGE 



useful weapon. At close 
t hands you your enemy's 
lifefotce. At long range it fires off 
. green fiieballs. On the 

using just one dollop of blue mana 
every time you fire. 



As mentioned above, this is the most | 

powerful homing weapon in 

game and also the costliest in terms 

of mana (18 of each colour]. Ghosts 

shoot out that seek out ai 

nate any targets in the area, circling 

around their prey. Impre 




3. LOOK UP AND DOWN 
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ARMOUR: a 
MAGIC: 10 

STRENGTH: 4 

NOTES: Pretty weak in combat, Daedolon specialises in long range fighting, 
keeping his opponents away from his frail body. Although his attacks use up 
more mana than his comrades'. Daedolon is conespondmgly more powerful 
and he also has the advantage of having a fairly decent ranged weapon that 
uses no mana whatsoever. There's certainly something of an art to using 
Daedolon and taking him to his limits, and certamly he's the character 
which requires more than the skills you would have honed in Doom 

WEAPON #1: SAPPHIRE WAND 

The weakness of this weaporr is kind 
of made up for thanks to its long 
range powers, allowing you to take 
out foes from a distance. It's also 
notable in that the bolts pass 
through foes, so if there are a bunch 
of them in a row, they'll all be equal- 
ly damaged. Intriguing... 



WEAPON il<3: ARC OF DEArH 

Bolts of electricity arc out from the 
ground and the ceiling in a most 
impressive manner. Once it has a tar- 
get, it locks on and electrocutes the 
hapless meanie for a few seconds. Far 
this fine mon ster-de St i Dying service, 
you're charged a fairly decent five 




WEAP0K,«2: FROZEN SHARDS 

Visually, this is a most impressive 
weapon. Each bolt takes up three of 
your hard-earned blue mana, but for 
that outlay you get a total of 17 bolts 
firing off at your opponents! At dose three 
^e, no bolts are fired, but you get Any o 
almost double the damage. the cr 
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WEAPON m-. BLOODSCOURGE 

This isthe Mages equivalent of the 
Cleric's Wiaithveige sttike, only far 
more powerful Usmgisofeach 



imaging fireball; 
n destroy any of 



-it 
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1 the tirsl level you can see plenty ol ho d.'sciibed as set pieces, Prob;ibly (hi- 
i gbss windows which are bro fiist you'll find is r 
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SATURN MAG RANKS THE DOOM GAMES! 

I The first person perspective game happens to be one of the most popu 

, judging by the amount of mail received by SEGA SATURN MAGA- 
I ZINE. Since so many of you have asked, here we rank the available 
examples of the geri 



I 1. EXHUMED 

it 3D engine with the it 
I stunning lighting effects and super- 
smooth 3D update As a one-player 
uest it starts off a bit dull, but later 
n its brilliance becomes self-evi- 
I dent. Tonsof lastability tooas the 
Tips Guide in this issue reveals. 
RATING: 94% 

I 2.HEXEN 

ind stab at an id software 
js pretty damn cool ai 
I ally. As this showcase reveals, it's an 
I almost flawless translation of the 
■d only by a slightly 
jerky 3D update (compared to 
Exhumed). SfiU pretty cool though. 
BATING: 88le 

3. ALIEN TRILOGY 

I In Exhumed's realm of smoothnt 
■n Trilogy 15 pretty damn cool 
rally. A very nice (albeit short- 
sighted) 3D engine and plenty to do 
I It'sjust a shame that the aliens 
themselves are a bit of a let -down 
Still pretty enjoyable though. 
SATING: 85X 



4. DOOM 

It might come after Alien Trilogy or 
our list, but there's really no compe- 

Doom is dreadful. Jerky 3D 
update completely ruins the playa- 
bility and graphically speaking, it's 
only shghtly better than the jaX ver- 
sion. A classic has been ruined. 
KATIHG: ffiX 
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IMS Mil roil low fOIIM 

FREE 



m!99 34.99wcun 36.99 ' 37!99 49.99. "d 39.99 "/"^mg" FREE FREE FREE 
SATURN CD StiD^^B; 





/' Check out Ihsonoimiius LooksrouMo 
Spoclal Rmne InlemH iHe of sonwire I ha 
e hHpJ/ifiecial reHrve CO ud our Special Rnune dub shops 




HACKS/TIPS/CHEATS/CODES 

WIN AT CONSOLE GAMES 

WITH THE 

CONSOLE HELPLINE 



0691-318-100 INFORMATION LINE & INDEX 

0891-318401 PLAYSTATION CHEATS I CODES I HELP 

0891-318-W2 ULTIMATE MORTAL KOMBAT / SATURN 

0891-318-403 ......ADVENTURE GAMES RILL SOLUTIONS '. 

0891-318404 MEGADRIVE CHEATS I GOLDEN OLDIES 

0891-318405 ......SONIC I & II HINTS, TIPS, CHEATS 

0891 -318406. .„...GOT A MODEM? CALL THIS NUMBER FOR lOOO'S OF CHEATS 

0891-318407 NEW RELEASE LINE, CHEATS, HELP & TIPS 

0891-318408 MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE! 

0S91-318409 SEGA SATURN CHEATS, TIPS, HINTS 

0891-318410 SEGA SATURN & MEGADRIVE CAME HELP 

0891-318411 ......PLAYSTATION!!! 190 CHEATS & TIPS THE WORKS 

0891-3184U GOT A MODEM? CALL THIS NUMBER FOR lOOO'S OF CHEATS 

0891-J18413 MORTAL KOMBAT IH, CODES, CHEATS, TIPS & MOVES 

0891-318414 CHEATS ALL KINDS OF CONSOLE GAMES 

0891-318415 MORTAL KOMBAT II, CODES, CHEATS, TIPS & MOVES 

0891-318416 PLAYSTATION NEW RELEASE CHEATLINE 

0891-318417 SEGA SATURN NEW RELEASE / CHEATS / HINTS / HELP 

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP. 
PLEASE HAVE PEN & PAPER READY FOR INFO. 

SEE USE ON THE INTERNET AT HTTP;/ / WWW.GATES.CG.UK 

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX. 



RAMESTER'S 

■HcONSOtE GlilliES SPECIAUSIS 



arkiil IS one of tlie best. 

FOR A FREE COMPLETE 

PRICE LISTINC 
TEL/FAX 017D7 2G82BS 

Man - Sat 10am - Bpm 
Sun Zpm - Ipm 



FORGET THE REST 

SEGA SATURN 

MAGAZINE'S 

THE BEST! 

TO AOVERTISE IN 

THE ONLY SEGA 

MAGAZINE THAT 

MATTERS 

CALL GENENE ON: 
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More Saturn loveliness arrives this month courtesy of those ever-so-busy AM 
departments. Die Hard Arcade is the Saturn's full 3D answer to Streets of Rage, 
and most ei\joyable it is too (although too short). Here's all the exciting bits, cour- 
tesy of RICH LEADBEHER... 
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LEVEL PREVIEW 
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Once again SEGA SATURN MAGAZINE returns^^ to AM2's latest Saturn title: 
the incredible Fighters MegaMix! In the last issue, we revealed a couple of the 
secret characters and dropped plenty of hints for you to guess at. This month, 
the waiting Is over! All of those secret fighters are fully revealed, plus we 
reveal some more AM2 oddities added to this classic. Oh, and we interview the 
programmers. RICH LEADBETTER writes... 
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MEGAMIX: A CUT-DOWN VF3? 
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PAL CONVERSION UPDATE 
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TEN HIDDEN FIGHTERS 
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SECRET CHARACTER #7: RENTAHERO oaEOftWKK^-BPHi SECRET CHARACTER ^0: SIBA 

3 was a role-playing game relea 
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Despite being eirtremely busy converting Fighters MegaMix acrosi from the 
msc veision onto oui lovely PAl system. AMa took time out from the work to 
answer a few cunning questians levelled at them by SEGA SATURN MAGAZINE' 
Japan Editor, Waiien Hanod. Read on_ 



AUi Towards the end of the year we always think about having a festive game for 
all the users who support the Sega Saturn. After various considerations 
up with "Fighters MegaMix" however, there was a time, when we first begs 
devebpment. when we even called the game "Fighting Festival". 



AMi What vje wanted for the users was firstmost, the full force of 31 characters 
appearing in a fighting game. Not just Virtua Fighter 2 or Fighting Vipers but a 
complete^ new fighting game. 



2 and Fighting Vipers 



AMaTo tell the truth, the vrork of putting the Viitua Fi 
characters in the same 'ring' vrasn't that difficult. 

tSM Bearing in mind the short development schedule, is there anythmg you 
would have liked to have included in the finished MegaMix but weren't able to? 
AHx As planners, programmers and designers then there were certainly things 
that even though we vranted to do it we weren't able to do, but nothing we could 
explain about. 



Alb There Is a limitation to the menwjry capacity but, in this game as many tech- 
i\iques as possible were put In so the motion structure construction was regarded 
as important. In addition, compression technology has advanced. This alone was 
the main factor In being able to successfully include so many techniques. 



Alb With regards to the game balance we enhanced those good parts possessed 
by both of them 



AAb About 50% of the main essence of Vlrtua Fighter 3 is there. If you tali about 
the characters then all of the 11 Vutua Fighter 2 characters can be caEed Virtua 
Fighter 3, however, that doesn't mean that all of the VFj techniques can be used. 



AMi By keeping true to our own Images of the characters we distributed the tech- 
niques most fitting to each character 



AMa All the sound for the opening movie, ending and hidden characters is new 
(although we don t know if they will be included in the foreign versions) so please 
look forward to that. Also, in this game there are 56 tunes included so you could 
say It was the best AMa game release. 

AMi This was a major project for us so for the time being we're proud to have Just 
finished it. In addition we're proud to have created this new offering for the user. 
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MORE VF3 STUFF HIDDEN! 
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Maivel jm 

The most popnlax comics characters are hitting Sega Saturn in a double whammy of Capcom 

fighting game excitement! Two of the most eagerly awaited games of this year axe Marvel Super Heroes 
and X-Men Versus Street Fighter. We take a look at the arcade games which the Satum looks set to 
duplicate and check out the origins of these excellent characters. 



side from Batman and Superman, who are 
owned by DC, the world's most fecognis- 
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ters themselves go from strength to stiength, mak- 
ing the leap from printed page to screen in the form 
of videogames and of course, movies (expect 
Fantastic Four and X-Men motion pictuies this year 
in addition to the much vaunted Batman and Robin 
and a new Superman flick). 

Marvel games licenses abound: we already 
have X-Men: Children of the Atom and Marvel Super 
Heroes and X-Men Versus Street Fighter are on the 



wayl When you thinlc about it, comics characters are 
perfect for games - their strengths as persor)alities 
have been built up over decades, everyone knows 
who they are and what they can do and their vari- 
ous super-powers make foi brilliant videogames. 

The only thing that does upset me a bit is that 
the characters are farced into game genres as 
opposed to having the game built around the char- 
acter Although characterisation is good in the 
Capcom righting games, there's only a faint resem- 
biance in their activities compared to what they get 
up to in the comics. Still, if the game's really good 
(and all Capcom's Marvel games have been), you 




MARVEI SUPER HEROES 

Capcom's follow-up to the unforgettable X- 
Men: Childien of the Atom is a dieamcome 
true for most Maivel fans. What if Capcom 
ditched the lesser known characters from their 
last Maivel game and introduced some of the 
heavy hitters from the rest of the Marvel 
Universe? 

That's exactly what they've done vrith 
MSH which featuies Spidei-Man, Hulk, 
Captain America and Iron Man in addition to 
X-Men Woh/eiijie and Psylocke. Super viUain 
presence comes in the form of Juggernaut, 
Magneto plus obscure chaiadeis Shuma 
Goiath and Blackheait, You get some awesome 
bosses in the form of Doctoi Doom and 

Very loosely based on the Infinity 
Gauntlet series of comics. Marvel Supei Heioes 
also featuies power-up Infinity Gems which 
boost their respectiwe powers. This is classic 
Capcom stuff, with the X-Men engine being 
t>oosted to its heights with some excellent 
chaiact eis and a tietter version of the Create-A- 
Combo system used in Children of the Atom. 

The Satum version should be available in 
Japan between March and May and SEGA SAT- 
URN MAGAZINE suspects that we'll get a UK 
lelease sometime in the summer. Let's hope 
Capcom can better the awful PAL conversion of 
X-Men.. Well, they couldn't do any worse. 




Spl<l«r-Han llu dihatad In Poctor Dovm'i libi. Cipcon havi 
even included Doorn'i mechanical ur^anla, on« of his robot 
rtpKcai and even hie faitlirul Lalverian aide, Boris! 
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X-MEN VERSUS v 
STREET FIGHTER . 



akesX-Men 

Street Fighter possible 
Sega Saturn. Capeom 
nouncedthatthii 
llappearONLYonthe 
/1th no PlayStation ver- 
II (like X-Men]. 
• premise of this game i5 
Mutant super villain 
Apocalypse has abduct 
ed both X-Men and 
Street Fighteri,meanin 
that the two rosters of fighters team 
up for one mighty rumblel All of the 
X-Men heroes from Children of the 
return (bar Colossus, Psylocke 
i). their rants supple- 
mented by the inclusion of Re 
and Gambit Sabretooth also turns 
up to help out the villains. Street 
Fighters Ryu, Ken, M Bison, Chun Li. 
Cammy, Dhalsim, Charlie, Akuma 
and Zangief are Capcom's chosen SF 
champions. The biggest innc 
about this game is the fact that you 
can choose anytwo characters and 
switch between them at will! Team 
Supers bring bothcl 
screen, pullingoff their super r 
together in an awesome display of 
power. There are also Tea rn 

'here one fighter guards 
ind theother jumpson toattacli 
"his team stuff means that Capeom 
iregoing toneed tocc 
IS much data in memory a^ 



ESSENTIAL MARVEL MOMENTS #2: JOHN BYKNI'S FANTASTIC FOUH RUN 

Stan Lee and lack Kirby invented the characters, but the FF were never greater than in John Byrne's run (Issues #209 
to #293 ish). Despite being over a decade old, issues shouldn't cost more than a quid or so each. Also look out for The 
Trial of Galactus book, which features the FF at their best along with the most brilliant members of their supporting 
cast - Silver Surfer, Doctor Doom and devourer of planets, Galactus! Quite frankly, Byrne was the master story teller 
and he did both the story and art for The Fantastic Four during his run on the book. Fantastic Four #257 (included in 
the afore-mentioned Galactus book) was probably the most genius issue of all and didn't even have the FF in it, con 
centrating instead on Doctor Doom's latest scheme for world domination, his rule of his country Latveria... and of 
course, his plan for the utter destruction of the FF, 





Four, 



lut all the Fantastic 
IS during his run, with partlcu- 
le moments from Doctor Doom, 



Fantastic Four #3i7 
cnncent rating Instead 
Doctor Doom. And 



Mr Fantastic. Reed Richards, dooms a < 
tlon by saving the life of Galactus In 
best storyline, 'The Trial of Galactus'. 



ESSENTIAL MARVEL MOMENTS #3: MILLER'S DAREDEVIL 

The man who did The Dark Knight Returns for DC also produced equally stunning work for Marvel at much the 
same time. Frank Miller's Daredevil (#i58-#i6i and #168 to #190] was as much a milestone as Dark Kiught with 
stunning artwork and consistently brilliant story- telling. It also had probably the best fight scenes in comics at the 
time with Miller actually choreographing his characters' actions Plus, whenever the Punisher turned up you know 
thete'd be some serious shit going down as opposed to his latter day pussy activities. Back issues are very expensive, 
but softcover paperback reprints are common. Any stories featuring the Punisher or villain BuUseye are highly rec- 
ommended, but in actuality every issue is a classic. As well as the issues above, check out the Miller-scripted Man 
Without Fear miniseries which only came out a few years ago, but shows that Miller's powers are just as great. 




Daredevil's true love Eloklra dies 
hind) of Bulliey«. In true Marvel ityli 
later yeara she "got better". 



He[iortEr Ben Urlch uncovers DD's real Idsnll- Whenever the Punliher turned up In a Mill 
ty, which has since hscome the Marvel Daredevil comic, you mere guaranteed e 

Unlverie'l worst kept secret. talnmeni of the highest order! 





Saturn X-Hcn m t bHiriaiil 



'liU'JIiVi 



DIE HARD ARCADE 



How many consoles can claim to have TWO Die Hard games in their software catalogue? None but our very own Sega Saturn! Hah! 
And to think you nearly bought a PlayStation. 








ie !D engine 



And no, tha main bag guy Isn'l tr 



that 



This bonus game, a recreation ot an ancient Sega CD in -op called 
Deep Scan, Is asleclabic from the tllle screen, Deptli-cliarging 
the subs earns ynu extra credits in the main game. 
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screenslioti full of three-dimeniional, polygon-pow- 
ered fight scene; might mislead you into thinking 
Die Hard Arcade is yet another Vlrtua Fighter-style 
beat-'eni-up. Not so. Die Hard Arcade Is a fighting 
game, but the action is more reminiscent of older 
games like Final Fight or the Megadrive Streets of 

ups. Enter a scene and you're surrounded by 
I crowd of bad guys who attack with 
fists and feet as well as kni«es, bottles, 
brushes and rocket launchers. You 
have to defend yourself In similar 
fashion, using those hand-to-hand 
combat skills they taught you in 
Police Academy {not the movie) as 
well as whatever dropped weapons 
come to hand. Even furniture turns 
out to be quite useful -there's not 
jch to beat the thrill of smacking a ter- 
rorist right in his low brow with an antique 
of sinister terrorists and at the same time save the U5 grandfather clock. 

President's daughter Though DHA featured lashings of As in more complex fighting games, you can 

entertaining armed and unarmed combat the game inflict heavy damage even when you're not armed by 

wasn't a massive hit in the arcades, but the fact that it using combinations of sequential button presses and 
ran on Sega 's very Saturn-like Titan hardware has joypad conlrals. Fireballs are off the menu, but it only 

made it a cinch to port It over to our favourite home takes a bit of practice before you can pull off cool 

system. wrestling moves such as throws, backdrops, supleites 

If you haven't played the arcade game, these and piledrivers.Vou can even incapacitate a foe with a 



■ 


■^H f there's one thinp we won' 


put up with 


1 


FH here at Sega Saturn Magaii 


e it's trime- 


I 


■ HAnkmhhBriP! raftlP-mstli 


g,murder- 


■ 


t^M ing the sheriff -it's all abho 


ent stuff to 


you 


. right-thinking SSM buddies. Unfort 


nately, we're 




h a bunch of feeble, laiy, self-serving 


ow-lifecow 
Ives to get 






inv 


Ived in the never-ending battle again 


St 


day 


to-day evil that blights every street 


^ 


cor 


er and common passageway. 


-41 




Naturally it's a problem that 


— ^S5'T 


cau 
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Die Hard Arcade, It'i ahiiit nghling than. 



What we have here is a SUper-slick arcade perfect conversion 

severely let down by a marked lack of 



lastability 



NOW I HAVE THE GUN/AXE/BROOM! 1.^ 



While other fighting games force you to make 
do with mere hands and feet, Die Hard Arcade 
also lets you smack your foes around with just 
about anything that comes to hand. Because 
the building is full of terrorists there are 
fiieatms everywhere - some of them mightily 
heavy-duty - but you can cause damage Just as 
easily with moie innocuous items. Witness^ 
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iCRUSAPER: NO REMORSE 

When this shoot-'em-up adventure was released on the PC last year it garnered much praise from critics and players alike, but how 
does it measure up on the Saturn? Why are we asking you? 



the next millenni- holes in me 
a crossroads, fateful day 



rs of the ant 

lenyoursquac 




■WEC resistance until one 
is attacked and almost 
by a WEC assassin robot. In yourcyber-grief 
you decide to defect to the resistance, but instead of 
welcorning you with open arms, the rebels turn nut to 
berather wary of an ex-Silencer trying to be their 
they are prepared to let you 
by sending 
you on ten tricky missions into WEC 
iry. 

nfiltfation is the name of the 
.Break into WEC installations 
ore mazes of corridors, store 
ntrol centres and laborato- 
ing for the lifts that take you 
floor. Vour eventual goal is to 
■ariablycon- 
inery that wants blow- 
ing up. Along the way you get to 'pop a cap' in all who 
your path, be they lowly technicians or heavily- 
led battle robots, then you can root through their 



in is destructible. What > 



The isometric viewpoint Crusader uses isn't welj-Suited tO the kind of 

intense shoot 'em up action that (he game is aiming to provide. 




coniDlai give you a lecurlty am- 
els«wliere In the complex. It usually 
door or fores field lias opened in this ar^a. 
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Is replenish health and ihieldi. 



The graphics may look fine here, but when you see them moving it's liard to 

believe a Saturn is responsible for such juddery Scrolling and wobbly sprites 



Like most organisations preoccupied with plar 
of world domination, these WEC guy; are terribly 
security-conscious. Everywhere there are Intruder 
detectors that set off alarms and defense systems 
that electrocute. Force fields and locked doors are 






hough a, 



the game is spent finding the keycard or 
switch or the computer console that 
unlocks the next door. It's not usually 
that big a deal, because the switch is 
almost always in the same room as th( 
door, or, at worst, the room next door. 



The weapons are plentiful and grow r 
as you progress. Vou start off with a machi 
on later levels you can buy or pick up rocke 
laser rifles and guns that reduce your foes 

bombs which you can set to wander 

explode. Voud expect these to liven u 

ceedings, but the general effect u 

ular mainly because the graphi 

illustrate the anticipated tarn 

that spectacular. Also, many 






about the only piece of bra 
need to do throughout thi! 
the screei 



■d you t 






irg puiile element, forget it. 

blast ■ but it isn't. Hostile forces are generally thin on 
the ground, the pace of the action Is slow and there's 
rarely a sense of danger or urgency about the pro- 
ceedings. At most there might be two or three guys li 
a room and killing them without taking damage your 
self Is seldom challenging. They move slowly and pre 
dictably which makes them easy targets, especially a' 




useful than the I 



orked along with 



stronger, with proper pu^^les that 
the plot. I could probably forgive it 

If it's trying to be a mindless shoot-'em-up, 
though, Crusader: No Remorse is in need of a few key 
ingredients, like decent visuals, some variation in the 
gamepiay, and a dash of excitement. 




THE HIDDEN REBEL BASE 



le tianspoited back 
to the rebel base to be briefed on your next 
mission. While you're here, though, you can 
also catch up on your email - always good for 
a bit of plot exposition, especially the stuff 
that isn't addressed to you but somehow ends 
up in your mailbox -- and trade in those stolen 
credits and your unwanted weapons for some 
upgraded aimaments in the gun shop. 
The briefings are given in FMV windows, but 
don't expect anything remotely fancy because 
all you get is an actor in a uniform looking 
worried. Don't expect Saturn-standard full- 
screen action either - these are the sort of 
smallvision movies that used to be the norm 
in PC games of yesteryear. 
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HEXEN 



After the hideous debacle that was Doom, GT Interactive are back with the Saturn translation of pseudo-sequel Hexen. And guess what? 
It's actually really good. 




CHARACTER ACTOR 



Thiee different characters are available to 
choose at the beginning of the Hexen adven- 
turer Fightei, Mage and Cleric. The game itself 
doesn't change too much in terms of level lay- 
out and suchlilce, but each class has its own 
range of weaponry to collect through the 
game. As you'd expect, the Mage is best suited 
to magical attacks (and his base level weapon 
has a ranged attack to it, which is very helpful 
for beginners), whilst the Fighter is more pow- 
erful and more inclined to bludgeoning his 
foes to death. As for the Cleric, well, he's some- 
where in between. 
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Some or the Cleric's weaponry can ilphon dIT energy Tor your own 



egular readers of SECA SATURN MAGA- 
ZINE will know that I personally have 
been extolling the virtues of Lobotomy 
Software's Exhumed - a game which fea- 
tures the definitive first person perspective jD engine 
for the Sega Saturn. That game remains one of the 
greats without a shadow of a doubt, and in fact it is 
one ofthe greatest one-player adventure games 

A game that I have enjoyed Immensely in the 
past is Raven Software's collaboration with id soft- 
ware. Henen. id contributed their award-winning 



-ngine(and provided si 



hiist Raven have handed in their customary 
e game encellence On PC, the game was a 



Jepth (but made up for it witi 
ent).Hexen is undoubtedly SL 



conceptual way, combining the action of Doom with a 
large [indeed, vast) adventure. The biggest enhance- 
ment, though, js what has been called the "hub" sys- 
tem. Basically, instead of tackling each level In linear 
fashion (in the style of Doom and Quake), a variety of 
levels are connected to one main stage (the so-called 
hub) and revisitations to each level are required in 
order to make youf way through. It adds greatly to 
what is already an impiessive game. 

The big question though concerns the quality of 
the 3D. Well, the good news is that Hexen is a huge 
improvement on Doom. Whereas that game was total- 
ly humiliated by a crap update and lack of detail (the 
PC original remains the best version by far), Saturn 
Hexen succeeds quite admirably in replicating the 
original game. The visuals arejust about identical to 
the PC game, with only tiny visual aspects ofthe origi- 
nal lacking. This is a pretty substantial achievement - 
all of the misting and lava effects are in the game and 



No doubt about it, Doom was a horrible travesty hut 

GT Interactive have redeemed themselves with this great PC conversion! 
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CONTROL FREAK 



Helen's controls are ir^ actual fact a lot n 
complicated than Doom's... and yet this new 
game is a lot more controllable. Yes, despite 
tha fact that Hexen has more objects to use 

.gical bits and pieces you need to 
manipulate (plus the ability to look up and 
down), the game does a pretty wonderful job 
of giving you control. Typically, holding down 
a certain button in conjunction with either left 
or right chooses an item. Or a weapon. Yes, 
unlike Doom, Hexen actually allows you to 

ight through youi weapons selec- 
tion as opposed to the frantic button presses 
required in Doom. And if that isn't good 
enough, there are more control selections too. 
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DIE HARD TRILOGY 



Fans of the Die Hard movies must surely be on tlie brinli of some liind of bio-electrical bead-detonation incident tbis month as TWO new 
Saturn Die Hard games appear on the shelves. But is EA's Die Hard Trilogy any match for Sega's Die Hard Arcade? 




GAME ONE: DIE HADD 



John McClane is visiting his wife's office block 
in LA when it's overran by terrorists! Packing 
only his 9mm B^retta pistol, McClane heads 
for the basement car park and sets to the task 
of wiping out the intraders. The map at the 
bottom- left of the screen indicates the location 
ofthetertotlsts and civilian hostages who 
have to be rescued for extra points. Once all 
dead, a lift arrives with a 
bomb aboard and you get 3a seconds to find 
that lift and deactivate the bomb. Thai done 
you take the lift up to the next floor far more 
eicecution action. This section is as much about 
stealthy exploration as it is about shooting bad 
guys. McClane takes damage easily and you 
have to work out which looms and cubby 




Die Hard Trilogy uiea thr^e very dlfTer^nt game-stjlet to repreient the action In 
the thf«e Die Hard movies. Even though all the games ar^ completely dinerent 
there Is one common Taiitor in their gameplay - heaps of ileslruction! Even th« 
driving game, nhich is devoid of guns, is packed with eiplosions aod mayhem! 



GAME TWO: DIE HARDER 



McClane is meeting his wife's plane at 
Washington, but the airport is over-run by ter- 
rorists! Whipping out his pistol, McClane once 
again dispenses lead -flavoured justice In a 
Virtua Cop-esque scenario. The screen shows 
McClane's point of view as he stalks the depar- 
ture lounges seeking bad guys to blow away, 
hostages to save and weapons to blag. Though 
this part of the game doesn't have the smooth 
flow and crisp graphics of Virtua Cop, it's 
detailed and thoroughly action-packed. Gun con- 
trol is via the Joypad (tricky) or if you have a 
Virtua Gun or compatible you can use that. Cool! 



here's no denying that Die Hard is one of 
the best action movies of all time. With 
Its one-man-against-an-army plot, it 
practically WAS a video game in celluloid 
form (only with more swearing). Yet. in the nine years 
since the release of the first movie in the series, no- 
one has actually been able to produce a bulleCs-and- 
blood video game worthy of the Die Hard name. 
Frustrating. 

Suddenly, though, Saturn-owning fans of the 
films have a choice of two first-rate Die Hard games, 
Sega's beat 'em up, based on its own arcade game, and 
this title from FoK Interactive via Electronic Arts, which 
attempts to capture the thrills and spills of all THREE of 
the Die Hard movies. 

Somanythrillsl So many spills! How could veter- 
an developers Probe Software pack them all in? What 
they've done is take sequences from each film and turn 
them into a trio of separately- played, jD sub-games. 

Representing Die Hard (thefii 
an arcade adventure in which hero John McCI 
for terrorists in the Corridors of the Nakatomi Tower, 
second there's a Virtua Cop-style target-shooting gar 
that takes place in Dulles Airport, Washington, whef. 



Die Hard II was set. Thirdly, there's a full-on car chase 
through the streets of New York city, which is, in some 
small way, reminiscent of a few tense scenes from Die 
Hard WithAVengeance. 

1 referred to these as 'sub-games', but really that's 
doing them a disservice. 'Sub-game' is a term that usu- 
ally describes some entertaining piece of whimsy that's 
meant to be a five minute diversion from some larger 
gaming tasli. The three sections in Die Hard Trilogy are 
sosubstantial that they could cut it as standalone titles 
- and pretty good ones too. 

The first game is cleverly constructed so that you 
need to learn the layout of the building and plan your 
route from power-upto power-up and from hostage to 
hostage - trying to charge straight through a crowd of 





Of the thiee games, I found this one was the 

most Impressive. Heie we find McClane in 
New York, playing a game of Simon Says with 
a deranged bomber, the brother of the crimi- 
nal mastermind he defeated in the first movie. 
McClane commandeers a taxi with his new 
pal, Zeus (played by Samuel L lackson in the 

:). and he has to drive it through the 

city's grid of stieets seeking hidden bombs. A 

direction finder atop the screen shows where 

bomb is and once he's found it, 
McClane has to ram it with his taxi to destroy 
it. To make things even harder, some bombs 
are attached to moving cars, and McClane has 
to engage in car chase excitement and smash 
it off the road! Remember, too, that there's a 
each bomb and if McClane faOs to 
destroy it in time a nuclear weapon goes off 
and New York is obliterated! 
Once all of the bombs are cleared from the 
McClane descends into the subway, 
Lg his taxi against a tiuck, and then it's 
back to the surface, chasing yet more bombs in 
Central Park! 



More tirgets, alio acquirtd! 



Die Hard Trilogy really is three distinctly different, 

lligh-quality action games in one. 



with only a gmm handgun to protect you 
n't work. If the floor layouts were all the 
s would be a tedious task, but they're all rea 



ic-lookin, 






all of the scenery is satlsfyingly destructible. 

This part of the game also exhibits an impressii 
piece of game design, whereby walls become translu 
cent as you approach them, giving an idea of who is 
lurking behind them. A neat trick, this, which gives 
you a heightened awareness of your surroundings. 

The target-shooting game is more visually 
impressive, though, with its constantly- moving 
scenery, panicking civilians dashing across your line i 
fire and the rapid camera loom-ins as you spot tar- 
gets and take aim. I particularly liked the addition of 
the Mercy 5hot'; innocent folk caught in a blast run 
around engulfed in flames, and you can score extra 
points by, well, putting them out of their misery. 



Thethirdgame. the driving extravagania, was 
my favourite, though. At the wheel of your taxi you 
have licence to drive as madly as you want, totaliing 
everything else on the road and messily wiping out 
pedestrians. The 3D environment here i5 as convincing 
as in any of the other games, but because you're mov- 
ing so much faster it alt feels much more exciting. 

Die Hard Trilogy really is three distinctly different, 
high-quality action games in one. Often when you see 
compilations like this there's usually one section that 
stands out as the one that the programmers thought 
of first and lavished the most attention on. but all 
three sections of Die Hard Trilogy have their fair share 
of thrills, great visuals and clever ideas. The result is an 
excellent package, which offers an unfeasible amount 
of 'bang' for your 'buck'. 
^ 
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GRID RUN 



All right, smart guy, so It's not a very Imaginative title. But If you were programming a game in wliicli tlie players had to run around 
grids, what would you call It? 




lie in actlar>, Tlie split -screen scrolling 
viry nicely Intfeed. Well done, you pr^grammmg Johnnies! 



'3 kxei, ^ero of Grid Run, with his 'female companiot)' whose name we forget. If Axel e\ 
! her again he's going to have to prove himself the master of 'Grid Runr 



IJt.U:' ' 



If Gild Run's 15 computet opponents get too 
piedictable f oi you, you can always try facing 
off against a human opponent. The scieen is 
split hotizontally to show the flag-giabbing 
doings of the two piotagonists during zS two- 
player rounds. The gameplay is pretty much 
the same as it is in single playei mode, except 
that this time you seem to get more spikey 
protecto -balls. In fact, playing against another 
person doesn't feel much different to playing 
against one of the CPU characters, which it 
probably testament to the quality of Grid 
Sun's artificial intelligence routines. 




■^■^■H hat games did yoj buyyour Saturn to 
1 " ' J play? Cool Sega arcade conversions? 
^ ^ J NiCHTS? Well, whatever it was we bet 
^^^^^H you didn't buy a Saturr^ to play a space- 
age version of Tag, and that's pretty much what you're 
getting in Grid Run. Could Virgin be taking the 'Old 
Games Are The Best' tack here? Or is this one of those 
games that reviewers used to call 'Brilliantly Simple 
and Simply Brilliant', as if tliey'd just thought of that 
themselves? 

The mtroductory FMV would have you believe 
that you're a space explorer who has been captured by 
a sinister alien lady while exploring an abandoned 
spacecraft. Apparently, your only hope of survival is to 
take part in a gladiatorial contest of 'Capture The Flag' 
against all sorts of oddball alien species 

The contests take place on pathways and islands 
arranged in grids which are suspended over various 
unhealthy substances such as boiling lava. Dotted 
around the grids are flags, and to survive each level 
you have to claim a quota of fiags by touching them. If 
your opponent reaches his quota before you reach 



yours, you lose and it 



!ed and you're into the nent round. If you survi 
rounds you're whisked away to a bonus rounc 
:e onward to another planet and three moure 



A match is played thus. The competitors start 
near to each other on the grid and as soon as you're 
both released you have to rush to claim a flag before 
your opponent If he gets to a flag Ijeforeyou do, 
you're declared 'IT' and a cross appears above your 
head. As IT' you can't capture any more flags, so you 
have to chase after the other guy and tag him. Then 
he becomes 'IT' and you get the chance to reclaim all 
the flags he just claimed. Thus it continues until one 



of you bags the 


required number of pennants, and the 


other is ground 


nto the dust of defeat like a steen- 


keeng peeg. 




But there' 


more to it than that. As well as the 


usual genetics 


mpling and rectal probing, the alien 


abduction proc 


S5 seems to have included empower- 


ment with mag 


cal abilities. There are six special tricks 


you can use to 


id your progress, but each of them 



There's no escaping the fact that, what you're 

playing here is Tag with a few extra bits. 




TilifKirti activated! The li 



with BDlokofAsh bagirul 
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four DpponBnl has nearly got all the tiagsl 





^TiHrmi 



The key to success in Grid Run is learning to 
use your spells successfully. All of them have 
only a temporary effect, and each uses a differ- 
ent amotmt of your magic energy. 




nsnti wilh «ui! B«tter 

uud on long palhwayt - nearest leleiHirt pad. 

the extra speed Is harder Extremely handy when the 

to manage In cornen, other guy Is closing in. 



For Ihe benefil of beginners, 
Grid Run has a help mode th 
tells you wtiat's happening. 




Grid Run has been compared to ""''':on<;oft'<: Bomber Man, but while 

the action is more frantic the strategy element doesn't work as well here. 



Slow Down - 1 fusillade of Bridge - The only way to 

blue pellets seek out your cms gaps to unraaolialili 

opponent ind temporarily Flags. Takes a momenl to 

slow his pace In a crawl. cast, leaving you vulnerable 



Your magic recharges slowly but you can boost it by 
picking up the balls that are bouncing on the path- 
There are other helpful items on the pathways, 
teleporte's fo' instance, that you can use to zip from 
place to place when the other guy is bearing down on 
you. There are also spinning shields that obliterate 
obstacles as you run into them. 

The hourglasses you pick up during each tourna- 
ment are turned into seconds should you reach the 
bonus stage. Every hourglass gives you five more sec- 
onds, during which you have to grab as many balls as 
possible. At the end of the bonus game the balls are 
added up and each differently-coloured ball adds to 
your abilities in the next tournament. Red balls give 



youm 



Dalls pi 



videm 



e speed and 



green gives greater agility 




HmVi^ 


HBHHj 


All these fripperies, as wel 


as a two-player mode 


^^HJM 


igifiii»iai 


and very good graphics and sou 


nd provide adequate 






jariing-up services to an otherw 


ise simplistic game. 


CPU opponents have Iheir ow 


Kraylen Is Dbllvioui to all 


Now, of itself, simplicity is no cr 


meiTetriswasincredi- 


itrengthi and weaknesses. 


spells except the slow-down 



biy simple and everybody liked that. But Grid Bun isn't 
quite In theTetrls Addictiveness League. As 3 'party 
game' Grid Run has been compared to another simple 
game, Bomber Man (soon to appear on Saturn, inci- 
dentally!, but while the action is probably more frantic 
than that of the Hudsonsoft classic, it's not qufte as 
entertaining mainly because there's no escaping the 
fact that what you're playing here is Tag with a few 
extra bits. With Bomber Man there was a bit of strate- 
gy to the gameplay; the strategic elements in Grid Run 
don't seem to gel somehow. And it was much more 
satisfying to blastyouiopponentto smithereens than 
It is to simply keep out of his way and collect flags. 

Oh, this isn't a bad game, though. It's kind of fun 
and It's done with a flourish. But would I buy it in pref- 
erence to a cool Sega arcade conversion or NiCHTS7 
Nah. Don't think so. 

^ 

PAUL GLANCEY ^^ 




collect, the more time you get 
In the bonus game. Boost 
your speed, magic and agility 
by grabbing coloured balls. 
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lANDRETTI RACING 

Already released on the PlayStation to a lukewarm response, AndrettI Racing now makes Its Saturn appearance just In time for the 
start of tlie motor racing season, though I doubt It was planned to coincide that way. 




t Ie. I 




l£4«.99 1 




!.»,«»= 1 




1 |0UT 


Noy 1 



CLIPPING PROBLEMS? 



Well not really, the headline U there merely to 
grab your attention. In genera] the clipping is 
unnotiieable due to the tight and twisty 
nature ofthe circuits. Howeveiiacing at the 
ovals is quite different with the clipping being 
very obvious and not to the standards set by 
Daytona CC£. 





jst be said that I am a huge fan of 

I motor racing and likewise of the driving 
game genre. For me Sega Rally is the ulti- 

valled, al least for the time being on any other con- 
sole. Even now more than a year on from its UK 
release it is still possibly the game I play the most. 
The fact that it hasn't been betteted in the last year Is 
in no detriment to other games but testament to how 
awesome Rally is. To be honest until we see some sort 
of jD accelerator card for the Saturn I really can't see 
it being beaten. It's that good. As such It is the land- 
mark title which, rightly or wrongly all other driving 
games are judged by. That brings us back nicely to the 
matter m hand, EA's Andretti Racing. 

On paper this looks like a top game, so despite 
the sniggers around the office I was actually quite 
looking forward to it The game 



What makes Andretti stand out from other dri- 
ving games is that it features real racing car drivers 
racing on real tracks. There are i6 different ones too. 
meaning that total mastery of each of them will take 
3 very longtime indeed. There are two different vehi- 
cles to choose from, an indy Car and a stock car which 



r individual handling < 



top Speed and gear i, 



way into the game, the I 






.0 be CL 



ie torn 



Indy Car 



dForrr 



a One world 



ion Mario Andretti, whom through his overac- 
is has spawned an entire family of racing car 
And that just about reaches the limits of my 
dge on the subject from first glance it would 
that Andretti Racing has all the ingredients 
■ded to give Rally a good run for its money with its 
of options and different game variations. 





Swerving violently otT the road not only loi 



ju places but produces a Iarg« puff of imokB 



During the course of the rice you are required at 
pit for fuel and tires ai well as being |i< 
ailjual the car's aeixidyn amies. Upon entering Ih 
CPU takes over and iwrtctiei tn the hlocky in ci 
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TILT! 



Hitler only had one, but this new three-dimensional pinball game lets you play with FIVE! We wondered, could Virgin's Tilt! he a pinball 
wizard? Or a "mere bagatelle"? Read on, and these words will reveal the answer. 




THE MONSTER 



Amuse yourself with repeated lamp shots - 
the Hot Dog Loop and the Right Hand Loop 
aie the profitabie ones - then hit the F-U-N 
drop targets to open the gate to the fair at th( 
centre of the table. The ball lock takes the 
loim of a Ferris Wheel - fill the carriages and 
prepare for madcap multi-ball action. 



Collect enough body parts to get the zombie 
monster off his slab at the top- right of the 
table! Kit the mummy targets, raid the coffins 
and slap down the gravestones to rack up the 
points. There's even a 3D sub-game that plays 
on the video at the top of the table - steer your 
truck, past zo spooks for a massive bonus! 




and-they'll-render-it. By way of enam- 
- --- pie, here's Tiltl, a pinball game which 
,^^^1 has a 3D Silicon Graphics-rendered 
kj^^^^g pintable. In fact there's not jusl one - 
^^^^^r there are of 'emi 
^^^^^ Now there's not much to say about 

pinball that you probably don't know 
already Launch the ball, keep II in play with the 
flippers that guard the exit hole, and score points by 
hitting the targets on the table and firing the ball 
through ramps in the required oider. 

Unlike sorne pinball gar 
lacking in variety. Tilt! has been modelled on more 
recent, themed, feature-packed pins, so you get copi- 
ous combination shots to mastef, with all sorts of bij 
point rewards and hidden bonuses to uncover. The 
tables also have a simulated LED video display at the 
top, which, as well as showing your score, also dis- 
plays messages and graphics telling you which shot 
you have to go for next, or which shot you've just 
pulled off. On some tables, combinations activate a 
mini game that you have to play on the video screen 
using your flipper buttons to control the action. Otht 
tables have a surface-mounted ball shooter In the 
shape of a revolver or a dragon's head which you can 
control at certain points in the game. 

All sounds pretty authentic, huh? Well, it is, and 

NM5 Software have tried to make Tiltl even more likt 

the real thing by letting you view the action in 3D, as 

nding in front of the table. 



'hat 



This 



/s you tc 



(sofra 



lid appear in real life, 
and it does make some shots easier. For the most 
part, though, it doesn't work that well because some 
features block your view of the ball. In real life you 
can move around to change your view of the table, 
but Tilt! keeps your head locked in one position. The 
scrolling 2O mode is more than adequate, though, 
and fortunately it moves fast enough to keep up with 
the ball - le. very fast Indeed. 

The speed and feel of the game are beyond 
reproach. Just about everything you'd e«pect from a 
decent pintable Is in here, and it plays about as well 
as you could expect a computer pinball game to play 
The six tables are all cleverly designed, and all six 
proved really addictive. Vou won't just be jumping 
from table lo table, either. I spent whole sessions on 

skills before moving on to the next. 

The only thing I really missed in Tilt! was the 
noise. Every pinball table I've ever played has been a 
riot of overpowering sounds and corny sampled voic- 
es, but Tiltl's are relatively reserved. Some tables don't 
give you much more than the "chingr'ofthe 
bumpers. What I want is voices shouting. "Hl-i-de the 
Ferris Whee-ee-eel!l" and other such stuff. 

So, more noises in Tilt! 2. please, but until that 
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ROADKING USA 



A load trip acioss the USA - in 

pinball foim! Drive fiom San 
Ftancisco to New Yoik, lewing up 
youi engine by hitting bumpers 
at the top of the table. A ramp 
shot at the foot of the table puts 
Smokies on youi tail, and once 
you've collected as many as possi- 
ble, go for the tamp next-door to 
lead them on a max-polnts police 
pursuit. Drop the ball in Al's 
Autos to activate bonuses. 



A relatively high-scoiing table, 
this one - on my first go I hit 
394,518,610 points. That's not sur- 
prising though, because you get 
at least a million points just for 
shooting the ball - the launch 
ramp takes it straight into a 
bonus 'airlock'. The big points, 
and the easy ramp shots make 
this table ideal for beginners. 




A knights /armour 
which fombos send you on quests 
for treasure, wake dragons and 
bring on hordes of Ores - once an 
Ore attack has started you have to 
slay them with repeated ramp 
shots! Another combo sends the 
ball into the dragon's mouth and 
you have to aim its head so that it 
spews the ball at a tricky target. 
The castle is a good choice; drop 
the targets that spell SIEGE and 
every bumper you hit 



Line up the ball for one of the 
dozens of skill shots on this table; 
knock dovim G, U and N to initiate 
a bank raid and send the ball up 
the back of the table to the moon- 
shine still that doubles as a ball 
lock. There's even a gun on the 
table that acts as a bonus ball 
launcher... for special occasions. 




GLORIOUS PIN-VISION! 


h -^ta-* £^^ 




^ 


Pull off certain high-scoring shots and you get 
a pleasant 3D animation of the ball rolling Into 
Pointsville. Don't worry, purists, you can turn 
them off if you want to 
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SOVIET STRIKE 



It's been a long time coming but it iooiis as if the wait has been worth it as EA bring home the premiere 32-bit outing of the fine Strike 
series, already a big hit on the PlayStation. But how does the Saturn version compare? 



'■^.^ 



BOKKAROONIE! Unleash t CDuplE of missiles and Hatch thoie buildings 




As in the previous three Strikes, your Apache 
helicopter is not invincible. So it 



essential to coUect the Vc 



IS power ups t 



assist you in your quest for world peace. There 
are three different types of power-ups to col- 
lect. Armour repair to restoie you back to full 
health, ejrtra amino foi when you are running 
low and fuel to keep your biid in the air. Some 
of these can be seen on the map, others are 
hidden in buildings. The only way to get them 
is to destroy the buildings and retrieve the 
Items ther 




bits! Now pick tbrougb the rubble Tor guudies. 




Thess shots give you same idea of hoo spectacular Itie eiplo- 
sions are and also how close tbey are to those sesn in the 
PtaySlalion version. Unleashing a couple of your newly equipped 
sidewinders has a devaslaling ifTecl but it looks pretty cool, 
setlrng the whole screen allglit. 



■^■^■H hat undoubtedly matte the Strike serl 

IT.TI so e'"t were the cool graphics, simpi 

t i J mission structure, the depth of the 

H^l^l gameplay and its sheer lastability. To 

the Jj-bit consoles must have been a task and a h: 
for EA. But they appear to have pulled it off. cre- 
ating a game that wilt appeal to fans of 
the prequets and novices alike. And 
with this being a j2-bit game, EA are 
able to utilise the power of the 
Saturn to incorporate new ele- 
ments into the gameplay and 
appeallni 



lefor- 



Soviel Strit 

blings are afoot. A powerful e»- 
5oviet General known as The 
Shadowman is attempting to return llie 
newly democratic Russia to its former com 
munist status. It is your tasl( to overthrow 
psychopathic mad man. thus averting Wor 
Three and restoring peace and harmony to 



'^m^ 



equipped with a state ofthe art Apache helicopter 
armed to the teeth with an array of weapons. These 
weapons will appear familiar to veterans ofthe pre- 
quelsasthey are largely unchanged. But in addition to 
the machine gun, missiles and rockets EA have 
thought to include a weapon capable of even more 
■restruclion, side-winders. These can destroy 
just about anything the enemy can throw 
at you but alas you only have eight of 
them so they ought not to be wast- 
Yqu will also find yourself ably 
listed by yourfellow members 
"the Strike team who convey 
formation to you via the Strike. 



net, an on board computer inter- 
fDce which provides you with mis- 
^^^^^^ 5ion briefings and updates you 

^ — _■ with sub-missions. These often come 

' inlheformofsomeextellent 

Command and Conquer style FMV which 
is spice up the proceedings a fair bit and the act- 

War ing isn't too bad either, 

le land. The graphics have been brought up to date and 

e fully feature some superb ^D photo-realistic landscapes. 



The graphics have been brouyht Up to date and feature 

some superb 3D photo-realisti' landscapes. 
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The analogue pad that was made widely avail- 

able at the same time as 

finally being 
to useby thiid 
I rty developeis as 
an be seen here in 
Soviet Strike. It 
works just as well 
as the standard 
pad but truth be 
known I actually pre- 
fer using the d-pad. At the end of 
the day it's down to personal pief- 
But then 1 piefei the British pads to the 
despite popular opinion to t 
trary in the office. Strange but true. 



iRighl) The final missiDn on the nrsl level 
rBQuires yau to Infiltrate the enemy bate and 
blow It lo pieces whilst fending DfT enemy 
attacks. Ml Id a itiy'a work for theu guyi. 



The gameplay is largely unchanged from its predecessors, 

with the same search, destroy and rescue style of objectives. 



n 
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jndttie 






ithe effect of allowing you to target 
r easier than with the normal view. 
The frame rate however isn't thai great with the game 
being slightlyon the jerky side, a criticism levelled at 
the PSX version too. Also noteworthy is the fact that 
no longer do you bump Into buildings damaging your 
health as you simply fly over them. 

The gameplay is largely unchanged from the pre- 
quels with the same search, destroy and rescue type of 
objectives spread across the five different levels. The 



irthepl 



IS pop- 






ping up a 

to what they had done previously. The artificial Intelli- 
gence of the enemies has been enhanced making 
them a much more intelligent and tricky opponent to 
beat. As if this wasn't enough to contend with you 
also needto find fuel, ammo and armour repair if you 
are to stand any chance of finishing the game. Many 
of these are hidden underneath buildings and can only 
be retrieved by blasting them until they are reduced to 
rubble. 

But the question you all want answered is how 
does it match up to the PlayStation version? Well the 
Saturn version is actually quite a bit better as it has 
more features and action as well as improved special 
effects. There are in fact at least i6 new Saturn fea- 
tures which Improve upon the shortcomings of the 
PSX version. (See this month's massive Soviet Strike 
Showcase for more details]. However I do have some 
reservations as to the lastabllity of Soviet Strike as 
there are onlyfive levels. This means that despite the 
tough gameplay it only provides a relatively short 
challenge In comparison to the lengthy challenge 
offered by it's predecessors. But overall Soviet Strike 
comes across as a very playable and enjoyable game 
and a worthy addition to the Strike series. 

^ 



LEE 



UTTER 




Thare'i no mon bumping inln building) or bridges anymore. 
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SEGA SATURN" tipS 

Once again SEGA SATURN MAGAZINE returns to the fray with a huqe amount of lips, cheats and all manner of loveliness. Iilostly for NBA 
Jam Extreme we're afraid. Still, at least you can get to play as Janet and Smarty in Virtua Cop 2, which is a lovely little cheat if ever 
there was one. If you can match these, send in your letters to: TIPS, SEGA SATURN MAGAZINE, Priory Court, 30-32 Farringdon tane, 
London EC1R 3AU. It all changes next month though when we move to London Docklands.... Hmmm. 



VIRTUA COP 2 




While you may think that you can only access the three main lev- 
els from the stage ielect screen, you can actually open File 4 Stop 
the Airship Bomb - the final boss level! To do this, go to the stage 
select screen as usual, but instead of shooting one of the level 
boxes, shoot the arrow which comes off the bottom of the stage 1 
box. Keep shooting It over and over until the timer runs out, and 
you should begin attheend of the game! 



If you're getting bored of playing 
Rage all the time in one- player modt 
there's a cheat to let you choose 
your character On the stage sele 
screen, hold down X. V, or Z on 
the pad while picking you/ level. 
X chooses Michael "Rage" Hatdy 
V chooses lames "Smarty" Cools, 
and Z chooses Janet "Hubcaps" Marshall. 

nu can be obtained by simply finishing 
the game on any difficulty setting 
above Easy On this menu are some 
question marks v^hich need to be 
cleared in order to use the options -tt 
tiesl of vi'hich is Big Head model To tur 
this option on you need to have played 
the game a total of 58 times The easy 
waytoget to this number is to put the 
th one life and no continues. Just start 
the game and you should be killed bythefirst enemy, then 
choose not to continue. Start the game again, and repeat ur 
the option appears. 





BUST-A-M0VE2 



It's a bit late nouv. we admit, but if you play the 
game during December, the intro sequence has dif- 
ferent music and is all Christmas-like. If you want 
to get back into the festive spirit, just change the 
date in your machine to December and start the 



SEGA AGES: OUTRUN 



To get a secret Cornering option which lets you 
increase your grip, hold the A-^C buttons and go 
into the options menu. It should be sitting there. 
waiting for you to fiddle with. 

arcade conversion, press and hold A+C+Start on 
controller 2 when the Sega logo appears at the 

start of the game. Now you can pretend to insert 
ins by press the L button on cor-tri !.■ ■ ' 



r ■■ 



DOOM 


While the game may be one of the 


8. Phobos Anomaly 


a9SMBVo4YW 


26. Sever the Wicked 


02KBM57V53 


44. Suburbs 


0Q76XCKPCF 


worst on the Saturn, there are bound 


9. Deimos Anomaly 


H994VFHMFC 


27 Unruly Evil 


H23V4l'JQBNl 


45. Tenements 


Y55BZKK8KH 


to be a few of you who were foolish 


10. Contamment Area 


olTLCXZjXV 


28 Unto the Cruel 


OZCFN4IV46 


46. The Courtyard 


oRSsVBJNBD 


enough to buy the game after looking 


11. Refinery 


HII^WDGLDB 


39. Twilight Descends 


HZZY5MTFMP 


47 The Citadel 


HRRNFVi^VX 


at the PC screenshots on the box and 


13. Deimos Lab 


□7QPDW36WV 


30 Threshold ofPain 




48. Nirvana 


0DX07TMHTR 


haven't yet taken it back to the shop 


13. Command Centre 


C33VMWFTHK 


31 Entry Way 


H00X6LSDLN 


49, The Catacombs 


HDDHQl4o!8 


For those of you. here are passwords 


14 Halls of the Damned oSRNFVisVX 


32,Underhalls 


VQ76XCCPCF 


50. Barrels of Fun 


0FYZ8SLGSQ 


fof allofthe levels, including the 


15. Spawning Vats 


H885V6JNBD 


33. The Gantlet 


Y776XCC6CF 


y Bloodfalls 


HFFGR93Z97 


secret ones. As an added bonus, you'll 


t6. Hell Gate 


FGZVsMMVMP 


34. The Focus 


FBRNfWNVX 


53. Abandoned Mines 


0BV39RPKRT 


start almost every level with :oo% 


17 Hell Keep 


HXX07TMHTA 


35, The Waste Tunnels 


V88SYBB5BD 




HBBKSB638 


health, 300% armour, and all of the 


iB. Pandemonium 


OYFGR93Z97 


36. The Crusher 


0L3I1HFTH< 


54- Redemption Denied 


oCWl!QNJQS 




19 House of Pain 


HVV28SLGSQ 


37 Dead Simple 


HLLTJ0VI02 






2. Nuclear Plant CfiljWDDjDB 


20. Unholy Cathedral 


oVeKS8628' 


38. Tricks and Traps 


YTI3WDDLDB 


SECRET I^ELS 




i. ToKin Refinery H6670JBQJG 


ii.Mt. Erebus 


HWigSPKRT 


39 The Pit 


HMMSKZX9Z1 


55. The Military Base 


P7WTKIGF13 


4. Command Control 03LTJOVloj 


2J. Limbo 


□WaT75i79 


40. Refueling Base 


0S94VFHMFC 


56. Fortress of Mystery 


iXVIPCKMTR 




23- Tower of Babel 


HWWilONJOS 


ii. of Destruction 


HSSMBYOaYW 


57 The Marshes 


NMLGSGXZ1 




24. Hell Beneath 


□1JCL68W64 


42. The Factory 


F4MSKZZSZ1 


58. The Mansion 


VCWilQQJQS 


7. Computer Station H449JGDSGJ 


35, Perfect Hatred 


VBBKSaSKSr 


43. The Inmost Dens 


HTTLCXZjXV 


59. Club Doom 


CKFCR93Z97 
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NBA JAM EXTREME 


11 gets bigger every time! The list of 








Shawn Respert 








■n 






secret characters in each new NBA Jam 
















game has grown again to over lool 
Seeing as it's out now, and these hid- 
den piayers and cheats make the game 


BP^P^K 






^^ 


ROOKIE 

Lawrence Moten 
Cherokee Parks 


REG 


Jan 17 


more enjoyable, here's a complete list. 




m^j 


1? 


m 


Bryant Beeves 
Joe Smith 






Small Players with Big Heads: 


SaHK^i.^K^^^ ^\1 




«. ^ r 


e^ 


Kurt Thomas 






On Big Head Select, press Up, Down, 
Left, Right, Down, Up, then select Yes. 
Big Feet Mode 


Ui^" --^^^y-^-;-- 




-»^ -.■= 


' (;■.( 


-r~*^ 


EdOBannon 






BA Jam. Iht! lime It's in JO! Loailii cli«atg for 


his atanga 


gtma. 








Hold Left or Right when leaving Big 








Jerry Stackho use 


BAP 


Aug.. 


Head Selea. 


TurbOKi, Pass X3, Turbo x2. 






Gary Trent 






Head-er-olds Bonus Came 


Max Speed ACCIAIM 






Corliss Williamson 






Hold Up+E>rtreme on all 4 pads when 


xtreme xio. Pass xj. Weasel 


DAN 


Febi 


Damon Stoudami 


e 




leaving Team Select. 


These codes must be entered on the Magic Hair 


SET 


Dec 8 


Rasheed Wallace 






Marshmallow treats 


Keep Record screen when entering your Samoa 






Antonio McDyess 






Hold Up at end of title sequence, before 
screen dims 


name Asyou'llsee, thecodesaretoo Sequioa 
ong tofit in as usual, so you have to Air Nick 


SDR 


April 10 


AU-STAREAST 






Random Team Select 


enter the first 2 letters, then backspace Pistol 


WAN 


Juneio 


Vin Baker 


LMH 


JuneiS 


On Team Select, press Up+Turbo. 


twice, then put in the next 2 letters, then 






Terrell Brandon 






Random Player Select 


backspace again. Repeat this until the ACCLAIM 






Patrick Ewing 






After Random Team, press Up+Turbo 


code IS entered and you hear a noise to Mark Xhaos" Shafer 




Penny Hardaway 






again. 


ell you it's worked, then put in whatever 


XTL 


May 2 


Grant Hill 






Show fake code message 


name you want to play with. Bob "Striker" Davidson 




Juwan Howard 






Hold Start button on Power-up 




RAD 


OctiS 








These codes must be entered by press- 


Start at Playoffs PLAYOFFS Fumongous 


GUN 


Jan 11 


AU.-STAR EAST 






ing all the buttons while on the Team 


StartatFinais FINALS Ceoff-Clouseau 


Higgins 




Reggie Miller 


EST 


March 14 


Select screen, holding them right 


Start with 2 Playoff games won CH EE S¥ 


CCH 


April 13 


Alon zo Mourning 






through to the Versus screen, then 


Start with 3 Playoff games won NO VI CE Air Dog 


SAM 


Jan 31 


Scortie Pip pen 






presslrgthe directions listed. 


45 second Shootout SHOOTOUT IcePrincess 
Sound Test KAZOO 


MDK 


Dec 24 


Glen Rice 
Juwan Howard 






Shot K Display 


CELEBRITY TEAM 






Patrick Ewing 






Hold Eirtre met Shoot, and release on Vs 


To use the secret character codes, select Junior Seau 
to enter your name, then put in the ini- John Elway 


JR 


Junei 
Sept 30 


AU-STARWEST 






infinite Turbo 


tials and dates below Some characters Frank Thomas 


BIG 


Dec 6 


Clyde Drexler 


WST 


July.; 


Hold Turbo, then press Up, Down, Up, 


don't have a code, meaning that they are Marv Albert 


MRV 


Dec 31 


Sean Elliot 






Down, and release Turbo. 


only available once you've selected some- Newt Cingnch 


NEW 


Aug 12 


Shawn Kemp 






No Turbo Meters 


one else from their team Each team has Samoa 


TVH 


June 6 


Jason Kidd 






Hold Turbo+Extreme, then press Up. 


aspecially-designed kit and court -even 






Karl Malone 






Down, Up. Down, and release burtons 


the mad, secret teams' SPECIAL SPORTS TEAM 




John Stockton 






Remove Crowd 


Cheryl Swoopes 


SWO 


Jam 








Hold E)dreme+Pa5S+Up, and release on 


SCULPTURED PASSWORD (Powered-up Rebecca Lobo 


LOB 


July-} 


AU-STAR WEST 






Vs screen 


players) Carol "eiaze" Blaiejowski 




Dikembe Mutombo RMC 


April 2. 


These codes must be entered during 


Jwain Skinner DAS Feb 21 


B12 


March 1 


Hakeem Olajuwo 






the tip-off sequence, while the referee 


Dave Ross DJR June 8 Bob Lanier 


LAN 


Sept no 


Gary Payton 






IS walking out to throw the ball up. 


eff Peters JBP May 17 Air Nick 


ARN 


May 18 


Mitch Richmond 








Daren Smith DRS April lO George Cervin 


ICE 


April 27 


David Robinson 








Mike Callahan MWC Mayi 






John Stockton 






Extreme, Turbo, Pass, Pass 


TheTinMan TIM Ian 24 MISFIT 












Beach Ball lUode 


Stinger 


MSS 


Oct 26 


HAPPY TEAM 






Pass x2, Turbo, Extreme, Turbo, Pass x2. 


SCULPTURED (Powered-up players) Shamrock 


JHG 


Aug 26 


Pirate Bill 


SAL 


Feb? 


Soccer Ball Mode 


MarkGanus MMG Septi5 Diamond Dave 


DJP 


June 29 


Mr, Happy 




March 22 


Pass x;. Turbo X2, Extreme xj. 


RoyWilklns RNW Sept 75 Chris "Hacker" 5 


ate 




Duf us the Clown 


GRR 


June 19 


Quick Hands Mode 


RobDautel RAD March 19 


JCS 


Dec 8 


Three Feet Under 


TOD 


April. 7 


Pass X3. Turbo y.^. Extreme xj. Pass X3. 


James Hebdon JPH April 26 Todd "Cowboy " Mo watt 




Mr Unhappy 


GEM 


Nov 3 


Max jPt Mode 


DeanMorreii DSM May 9 


TVC 


Oct 3 


Ooohh 


JLH 


Jan 26 


Pass sS, Extremr;, Pass xy 


MikePeery MJP May 26 Richard "Richito 


Szeto 














RT5 


Feb 25 


INVISIBLE TEAM 






Extreme x8. Pass, Extreme xg. 


SQUIDTEAM 






Who 


WHO 


Jan. 


Dead-eye Dick 


Melissa Pardike MAP March 36 ROOKIE 






Brained 


ecs 


Jan 7 


Turbo X5, Pass Extreme. Turbo x6. 


Jane Bradley JLB May2j Jason Caffey 


SCT 


Nov 14 


Monkey Boy 


pjp 


Nov 2 


Super Rainbow Shot 


Jonathan Dansie JWD Aug 2 Randolph Child 


ess 




Howie 


BCE 


July 10 


Turbo X5. Pass, Pass. Turbo x6. 


LeePhung LEE Jam Kevin Ganett 






Jim Jung 


JKJ 


Dec 13 


Power Push 


Jason Green berg JAY April 18 Alan Henderson 






Huh 


CBR 


June25 


Turbo X2, Pass X2, Turbo X2, Pass X2, 


Chris Hawkes CDH Feb 2i Antonio Mc Dye 













SE3A S.ATURIX 



PLAYERS GUIDE 



This month sees the second part of our massive Tomb Raider guide which 
after hours, malie that days of strenuous gameplay we are finally pleased 
to present for your viewing pleasure. It really is guite an amazing game 
with intricate level design and well thought out puzzles, not to mention 
Lara In a skimpy vest and hot pants. In fact just watching the scantily clad 
exploits of Lara Croft is enough to turn any red-blooded male into a 
hardened games player. It certainly did me anyway. So join me, LEE .1 
NUTTER as we journey off to foreign lands and uncover the wonders ♦' 
'; Tomb Raider, i....;^ "v- # % V H 



PART 2 





Lower yourself down the hole killing the rat and push- 
ing tde block through to the neitl room enabling you 
to activate the levef. Kill the rats, collect the medipack 
behind the door and dropdown to the bridge. Jump to 
the platform on the fight and edge along the crack 
collecting the shotgun ammo along the way until you 
can pull yourself up to the next platform. Run to the 
end and find the first rusty key. 

Co back along the platform to the save beacon 
and jump to the balcony on the right. Fend off some 
unwelcome advances from Pierre as you follow the 
steps and retrieveihe ammo and medipacks from the 
platforms. Drop through the hole in the floor and 
swimthroughtothenent room and climb out. Follow 
the steps round to the next rusty key. Kill the rats in 
the next room and slide down the slope to the main 
room and usethesavebeacon. Climb up lo the plat- 
form facing the two doors on the east wall (use the 
compass) and open the left hand one with the rusty 
key Climb onto the ledge behind the door, scare off 
Pierre and kill the apes. Jump from one platform to 
the next until you reach the end where if you're feel- 
ing daring you can jump down to the hole in the wall 
collect the Magnums. Those of 



:r to th 



I edge along to the re 
right, killing the alli 



in the 



IIJIA'iJiHrflTTiTr 



n't eat the ral is beyond me. 

Using the ledges and the crevice on the wall 
negotiate your way to the door at the top and enter it 
being careful of the spikes. Drop down Into the pit and 
follow the tunnel to the next room where you can 
activate the lever at the top which you can reach by 
going from ledge to ledge. This opens the door at the 
bottom where you'll find the silver key. Return to the 
main room via the pool in the middle. 

Proceed to the balcony room where you first 
became acquainted with Pierre and pull the lever 
flooding the main room. Find the north facing tunnel 
in the main room and swim through to the next room 
and activate the previously inaccessible lever near the 
surface. Climb out and collect the ammo and medl 
pack before diving down to the newriy opened gate 
and collecting the second silver k^. Pick up the key 
and another gate opens which takes you back to the 

Swim to the right hand door on the east wall and 
open using the second rusty key. Swim through to col' 
(ect a medl pack and the gold key. Return to the main 
room and climb up to the balcony on the north facing 
wall using the silver key to access the door. Use the 
ledges to reach the platform abovethe door and dis- 
perse with the ape then use the gold key to access the 
door. Stay on the platforms to kill the lions before 
going through the door being careful of the darker 
tiles, some of which collapse. Remove the block at the 
end of the room next to the lever and throw yourself 
down the pit. 



lump le tha bakony from Iha firtt tava baacon 
I and intida tha ream you will find on Iha vartoui 
ladgas and platfonM ■ nwdipack and «am* ammo, 
a. In tha water In Hm nwln tunnal than ara two 
doors wtth a narrow tunnal b«tlda. Swim through It 
to find some magniBB dipt. 
]. Tha mignumi ara In an akovc on tha far wall of 
tha room you opanad wfth Ihc finl ruity kay. lump 
down to tt from tha last Udgc and parfomi standing 
Jumps forward, rifhl, rtgtit, right, back and right to 





Swim down the tunnel pasf the first r 
round the corner to the lever. Once activated ■ 
back to the room where you can row dimb oi 

; another lever to open a doot. Kill the alli- 
gator and use the platforms to reach the lever at 
the top which floods the room. Collect the medi- 
pack at the bottom and climb onto the floating 
block arid makeyourexit. Swim down towards the 
grate and puti the lever reversing the current. 
Follow the tunnel to the next room, kill the rat and 
usetheledgestoreach the save beacon before tak- 
ing the door on the left being careful of the axe 
which you have triggered. Follow the tunnel and 
grab on tothe ledge and edge across until you can 
pull yourself up and activate the lever. Go back to 
the axe room and take the other door, scare off 

;then 
swim to the next room and kill the 
ithe block, kill the 
gorillas then follow the corridor at the 
end of thi 
lever. Climb up to where the gorill; 

the crack at the left of the door. 
Pull yourself up, go into the 
rieve the medi- 
pack and gold key. 

Go backto where the 
lion was and go through 
the opening in the cen- 
tre of the room, open 
the door with the gold 
key and use the blocks to 



^M '^i 



[ other side, dimb out and follow the path east to 
the next room. Use the sloping rock to cross the 
water, activate the lever, slide into the water and 
go down the northern tunnel. From here you can 
see the Tomb, follow the tunnel underneath and 
activate the lever to the door then saving your 
game- Return back to the Tomb and and kill the 
statue with the shotgun, the save beacon will thi 
appear. Co into the tomb and kill Pierre at last ar 
loot his bodyfor the Scion, a key and his magnur 
Climb ofitD the ledge and follow it to thi 
using the gold key in the lock. M; 
way tothe far end of the room and make yoi 
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i^igheit pillar, then turn 
leftfl*Lara. Jump forward ontolhe next pillar, ■ 
forwi'd and grabihe crevice Irt the wall. Edge to 
the right and drop down, turn right and cUmb u 
the three «pp5. Jump acrois the pillars to find ; 
le ammo then walk to the end of 
the ledge. Jump forward three times am 
the switch below before killing the Sphii 
to the left of the 5 

small ledge, get the ammo and turn left.j 
the^uit ledge and take the shells. Walk 
ei^Bkidjumpup to the ledge above. Drop back- 
ward^nd grab onto the edge, then drop to Vr\t 
ledge below, 'lirn around and jump to the sandy 
ledge, drop backwards and grab onto the edge. 
Drop down over the slope and grab on to the 
end, now you can fall on the ground to safety. 
Run between the Sphinx's arms and grab the 
ammo, go around the Sphinx and climb on to the 
sloped block to the right then jump across to the 
opposrte block. Jump up and pullyourself up to the 
ledge. F^un forward and jump onto the pillar, turn 
left and leap across to the higher pillar. Climb up to 
the ledge and use the save beacon. Run past the 
ilicer and grab the medipack, continue along the 
path and jump across to the switch. Kill the the fly- 
ing monster, then return to the pillar below the 
curved platform and climb on top of it. Turn so that 
Lara's facing the corner of the room and jump over 
the next pillar onto the slope below and slide down 
to the Sphinx. Run along the left side of the Sphinx 
' passage. 



enter the hallway to the left. 




G 


over to th 


slope, turn around a 


nd hop back- 


wards 


slide dow 


. grab the ledge at t 


e end of the 


slope a 


nd edge left 


Drop onto the ledge 


and collect 


the am 


mo. Face th 


wall and climb up t 


e ledges tot 


top. si 


le down an 


drop into the water 


Swim to the 


botton 


and collect 


the gold key, swim towards the 



stairs 



ithecc 



■n left ar 



re1ur()>rfWH|p of the stairs, slide down the slope fac- 
ing forwards al^d lump when Lara reaches the end, 
Crabthe bridge and pullyourself up, turn right and use 
the gold key to open the door. Kill the centaur and grab 
the medipack at the first Ankh on the altar and use the 

Jump oft the bridgeintothe water, go back to the 
stairs and climb all the way down. Leap into the water 
and climb up the stairs in the corner, follow the hall- 
way back outside and return to the small ledge next to 
the bright pillar. Turn left, climb the pillar and jump 
backwards.to land on the highest column. lump up to 
the thin le^, walk forward and collect the magnum 
clips belovKleap forward and continue along the 
sandy ledge. When a wall is reached turn a little to the 
left and leap ovrt to the ledge. Co to the end of the 
ridge,jurrlpupto the ledge above, turn left climb up 
le rocky ledge. Follow the path 




and find the ammo that appears to float in mid- 
air, jump over to it onto an Invisible platform. Walk 
to the edge and leap across to the cliff ledge, turn 
around and shoot the two flying demons, then 
drop to the ground. Enter the door between the 
SphinK arms and jump into the water . Crab the 
ammo under the water, then swim down the right 
foot of the statue. Enter the tunnel and pull the 
switch, then surface and climb out. Climb onto the 

turn right and jump to the lowest step. Run up the 









From the fifth save beacon shoot the flying 
monster then face the stone head on the left and 
drop down to the ledge. Turn around, leap across 
to the ledge by thaside of the head, dropdown to 
the ledge below ther* face left and slide down to 
the bottom, turn and dive into the water. Climb 
out M the water onto the front of the statue to 
the r^jht and pull the lever. Dive into the water 
and'wriffllnto the tunnel between the statues 
feet. Climb out of the water at the end, run up the 
longcurving path and take the ammo. Continue 
on and grab the Scarab, walk into the entrance 
room and shoot the two mummies and the cen- 
taur. Use the Scarab on the lock in the corner to 
open the gate. Take the medipack and ammo, rur) 
down the ramp and climb up through the hole to 
enter the Scion room and kill that pesky Larson. 



Climb bicli to the top Ankh symbol from the 

■urth uva baicon then turn to the lafl and walk 

fortvatd acroit the >lda of tha haad. lump ovar to 

tha floating ammo whara you'll find an tnvldbia 

Fonn enabling you to ratrlavt the Uil. 
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EXHUMED TIPS 



Lobotomy's Exhumed is a hugely underrated first-person perspective shooter that combines traditional corridor 
blasting action with an adventure based non-linear level structure. It's also loaded with secrets. In fact, the 
first time you complete the game, your real quest has just begun. Listed here are some tactics, along with the 
location of all 23 dolls. Remember, don't start looking for the dolls until you have all the artifacts. So, who do 
we have to thank for these tips? Try DANIEL JEVONS, who originally wrote this very feature for the American 
mag, MegaEan. 

I TOMB OF RAMSES T 



1. JOHN SCHWAB 

Blow a hole in the wall as you are riding down 
the first elevator you come to (facing north) to 
□pen a hidden passage. Look for a slightly out 
□t place brick. 

?. KEVIN CHUNG 

Look for a chamber with 4 pillars. Blow open 
the top of the northwest pillar (look for a dif- 
ferent texture), and bomb-boost up to the doll. 



nggiWg«-,)SSO- 



V^ 







I l( ■•J"' 



3m; 



mSSSSmB 





^^^^^B 




^■■■■■H 






^"^^^ 


^^^^BB 


W 


HgWW' 


1 






"1?^ 









TA T X W 






3. EZIA DDIESBACH 

In the obelisk courtyard jump iu 
pool area (at the top) onto the arched e 
away to the area (there are a couple of pots 
there). This opens a secret door to operv just 
around the corner. Levitate in and get the doll. 

4. MARK COATES 

Throw a bomb at the rocktace ABOVE the 
waterfall near the exit to Amun Mines to open 
I secret area. Once in the area use another 
bomb to open a vertical passage in the light 
hand wall. 



m 



rm 
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5. PAUL IANG[ 

In the swamp trench, on the bridge where there 

ill ammo and full health you will see a 
slight indent in the overhang. Blow open a hole 
n the wall on the OPPOSm SIDE of the indent 
(ie, behind it) to reveal the doll. 




iS^ 






on to get the key. The hole is on the southern 
face, about half way down. 

T.TOHKfllSIENSEN 

Near the start of the level there is a small 
blown ledge high on a cliff face. Stand on this 
ledge and point north. Levitate over to the wall 
you are facing and blow open a secret chamber 
near the top of the wall, 

Ifthat sounds a bit tough to follow, just look at 
the picture sequences below and you should 
easily get the picture. 
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!. JEFFBUZIER 

In the outside lava trench with the four float- 
ing platforms, levitate underneath the western 
most platform (facing the indent in the wall) 
and throw a bomb directly down to blow open 
a secret passageway. 




9, SCOTT BBANSTON 

In the room where you pick up the Anun Bomb. 
there is a garish blue texture on the ceiling. 
Throw a bomb at II and bomb-boost up. 





Blow a hole in underside of the bridge, levitate 
out over the lava and bomb boost up. Simple?! ? 




11. ERIC 

Throw a bomb agaiiiii eithei of tht two laige 
piUais in the lava pit which have a full 
health/ammo power-up on the them, Theie is a 
doll at the bottom. Now you're about half-way 
through the doll collection procedure. 



n.HICHARDNICHi 

to the Thoth Treasuie Reliquary) and bomb 
wall. Grab the doll from the upside-down 

Are Lobotomy trying to say something 
about Mr. Nichols? 
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ill- 

It nn SCBREIBER 

lust past the chasm where there aie foui wasps 

nd a wall shooter that blows open a doorway 
n the opposite side of the chasm, there is a 
chamber with a bluish texture on the ceiling in 
md the doll should 



oiMm 
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14. BAVID UHSON • IS. JOE KRESOJA 

Throw a bomb on the pedestal where you col- 
lect the protective anklets and drop dovm 
inside to collect the David Lawson doll. Now 
turn around and bomb the opposite wall (with 
the decorative mutial). Bomb again to reveal 
another secret area and another doll. 
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After miming accioss the seiie". of d 
platforms you end up on the first of 
ing platforms, pointing towards a lavafall. 
Blow an opening in the side of the laval fall 
ir the top, and levitate in the bag the doll. 
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COIITHOPERATED 

I AM2's latest driving game is soon to hit British arcades, having been a m^or hit at the recent trade-only ATE! 
coin-op exhibition in London. SEGA SATURN MAGAZINE checl<ed out this awesome-looking game. 



I espite rumours and speculation 
I about the pDW« of rival compa- 
s' arcade technology, it 
I ears obvious that Sega 
lain in a league of their own 
with their latest coin-op board - Model 3. Namco 
and Konami have threatened to steal Sega's 
thunder vrith their own technology and yet 
nothing has appeared (Namco in particular dis- 
appointing with Tekken 3 - nowhere in the 
same league as Model j, despite the rumours). 

AM; continue to set the pace with Scud Race - 
the second of their Mode! 3 arcade games after the 
tjoard's stunning debut in the unforgettable Virtua 
Fighter 3. [f the name is unfamiliar, you should be 
aware that the game's project title was SuperCar - a 
game we revealed in the Introducing... section of SEGA 
SATURN MAGAZINE a Couple of issues ago. Well, the 
name may have changed, but the rest of the facts 
remain solid. Scud Race is the semi-official sequel to 
the epoch-making Daytona USA, onJy it's bigger and 




better in ]ust about every conceivable way. 

The question has to be: what next from AM; 
using this spectacular technology? Well, the ; 



money would h; 
ine what AMi could achii 
with the shooting game ; 
In Coin-Operated, 
for games that are bound 
Saturn at some point in the future. Obviously with ; 
game as advanced as Scud Race, we can't be sure 
seeing as the Model 3 hardware is so monumentally 
more powerful than the trusty old Sati. 



n Virtua Cop 3. lust imag- 
■e with this technology 



e usually reserve space 
:o appear on the Sega 




since Virtua Fighter 3 is seemingly bound to appear 
on the Saturn using a 3D accelerator of some 
description, the smart money would be on a Scud 
Race conversion appearing mid-way in 1998. Still. 
this is just conjecture from over-excited members of 
the SSM teamf We've still got Sega Touting Car 
Championship to look forward to on the Saturn 
before we hear any talk of Scud Race appearing for 
the home machine. Still... everyone should have a 
dream eh readers? 

FOUR COURSES 

Daytona USA only had three different 
courses... well that number has been 
upped in Scud Race with four differ- 
ent tracks now on offer, [n Daytona 



sily rr 






those tt: 

hard difficulty. Things are a bit 
more complicated in Scud Race... but 
not that much. Instead of having 



!t the o: 



ther 



TO shorter 



?. instead 
lurses to 



The graphical effects of the Model 3 board allow for 
tKe most sgectacolar background scenery ever seen 
game ever. And the real cars, like the Dodgs Viper, ai 



All of the cars looks amazing, with stunning reflective metal- 
work. Answer us honestly; does the Uclaren F1 look that much 
belter in real life? WellP 



choose from. 

Dolphin Tunnel is the name of 
the first beginner course and this is 
set in daylight. The second track. 
Twilight Airport, is also set at an 
easy difficulty level, but is set at 
night to make things just a tad itiore 
difficult (and show off more of the 
hical capabilities). 
From there we move onto the familiar realms of 
the medium and tough difficulty levels. The inter- 
mediate difficulty track is known as Mystery Ruins 
(no prizes for guessing what you'll find in some of 
the background scenery here) and the expert track 
is the biiarrely monickered Classic Castle. 
Again, in keeping with what has been established 
in Daytona USA, the more difficult the track, the 
longer it is, and conversely, the amount of laps you 
need to complete is lower. 
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AWISOMI DITAIIS 

Take a look at the screenshots to 

witness the sheer detail on these 

tracks. If you thought Daylona 

had a lot to appreciate, you'll really 

get a kick out of what Model 3 has 

enabled AM2 to achieve. The effeds are 

frankly stunning, look out for the little bits of 

detail that really give each course character. On one of 

the tracks, there is even an enormous fish lank, with 

small Individual fish moving around inside! 

With the tendering power of Model 3 at AAto's 
disposal, even the cars themselves look stuimmg. Zoom 
in dose to the teWure-mapping and you get no pixeli- 
sation whatsoever., and just look at how the lights 
reflect off the bodyworkof eachof theSuperCars Not 
only that, but you can see the fully detailed drivers 
inside each of the Cars, complete with some decent ani- 
mation depending on what happening to the car. It's a 
revelation, mate! 

RSAUSM IS THE KEY 

Once again, AMi have triumphed in merging reality 
with excellent gameplay Scud Race features a control 
mode which is excellent fun to use and features avre- 

le feedback effects in the chair and the steering 
wheel. However, since the AM2 guys have 
ed on real cars, they have made sure that a great 

It of realism is inherent in the game. During the 
test phase, key members of the team raced the four 




cars you get to control in Scud 
•(ace in real life! Such painstak- 
Tig research is probably the key 
l;ehind the success of previous 
AMi racers such as Virtua Racing 
andDaytonaUSA. 
Put simply, the graphical excesses that 
Model 3 provides, combined with the atteri- 
tion to detaJ that AM: are famous for has created 
what mustbe one of the most exciting, playable racing 
games ever! Truly this game does play as well as it 
looks. Which is no mean feat. 

VX VIEWS 

All of AMj's driving games since Virtua Racing have 
featured the ability to choose your viewpoint. Scud 
Race continues this fine tradition and this facility 
works in pretty much the same viray as Daytona USA, 
The first two perspectives are inside-car views. Like 
Daytona. they consist of either a bumper's eye view (so 
lo speak) or an mtemal dashboard/ steering wheel 
view. What is pretty cool about the latter is that you 
can choose a centred up perspective like Daytona. or 
instead shift to the left behind the wheel, which is how 
the view would be in real life! 

In addition to this in-car action, you also get to 
choose from two out -of-vehide perspectives Like 
Daytona this centres aroundadose-in view of your car 

I swept-back cfiase helicopter style 
uated behind and above your motor. 



WHIN'S IT OUT? 

Scud Race has already had a limited release in Japan 
and is currently on test in one location in the US, 
where it became the fastest-grossing arcade 
machine of all-time. After the preview at the ATEl 
Show, we can expect a similar test to occur in the 
UK before the full -on release (which will probably 
be around March time). 

Look out for Scud Race to appear first in the 
major London arcades such as Sega World and the 
Trocadero. It will be interesting to see how much 
the arcades will charge for such a monumentally 
impressive game,,. 




he subject mattgr, driving 
the Ferrari F40. McLaren F1. Porsche 911 and 
Dodge Viper at special 
make sure that Scud Race captures the raw 
of these awesoniB machine!. As you nouid eipect Frarr 
the labs of the masteri. Scud Race does 
ditsppolnt, UK have harnessed the power oF their new 
ined it with everything iearnod from develop- 
ing classics like Daylona USt, 
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SONIC 3D BLAST 

BV SEGA [44.99 ilVo 



BUG TOO! 

BY SEGA £44.99 B5% 



Afte' being first revealed at the Ej con- 
vention last year in Los Angeles, the 
average Satutn gamer on the streets 
finally gets tosample the latest install- 
ment rn Bug! excitement from the 
much fancied Sega Away Team. Any one 
enpecting any great departure from the 
first Bug! is in for a disappointment as 
the sequel follows much the same 
route It's just got a whole lot bigger 
and more enjoyable The lack of vari- 
ety levelled at the first game has beer 
sorted out and the range of tasks for 



fact which is bound to put the sarr 
people off this game as it did for tl 



Saturn platformers are pfetty 
few and far between, but the genre 



excuse the pun) and we should have 
expected a bit more from Bug Too! 



DOOM 

BY ST £44.99 56% 



After the demise of Sonic X-Tieme, Sega desperately needed a Sonic game 
for the Saturn, Enter Sonic 3D Blast, a game which is basically an enhanced 
version of the excellent Megadrive title Sonic 3D: Flicky's Island. In a break 
from Sonic tradition, SjDB is set in an isometric gameplay arena. Sonic's task 
is to collect the usual rings along with Flickies (little birds) which he leads to 
safety. Highlight of the game is the full 3D Special Stage ■ an enhanced ver- 
sion of Sonic 3's btiUiant sub-game. It's no surprise that this is the best bit as 
it is the only aspect of the title coded by Sega of Japan's Sonic Team. 

And maybe that's the problem. S)DB was brilliant on the iWegadrive, 
but when it comes to Sega Saturn you can't help but want a game that 




pretty impressive, 

suffered because it became very frus- 
trating to play Enemies would leap 

making the game more a test of 
memory than of skill. And that's tf 
main problem with the sequel too 



One of the most awaited of Saturn 
games has swiftly become one of the 
most reviled in the scant weeks that it 




managed to retain the brilliant game- 
play of the PC original. 

Unfortunately, UK coders Rage 
Software are behind this effrontery 
s on a smooth 3D update 



stretches the machine to the limits of 
Sonic games did for the 16-bit Sega 
system. You just can't get away from 
the fact that although very playable, 
you should be getting a whole lot 
more from a Sonic title. 

The bottom line is that Sonic 3D 
Blast Is an enjoyable enough game, 
but "enjoyable enough" isn't quite 
the same as "epoch-making" - a 
phrase synonymous with true Sonic 
Team produce. 



s capabilities - just as the original 




playability.. which have been shot 
completely out of the window with 
the most jerky 3D display ever seen 1 
a Saturn game of this genre. 

Excuses like "the Saturn isn't u| 
to It " are clearly rubbish after Alien 
Trilogy, and especially Exhumed. 
which IS iO% smoother than 
PlayStation Doom with far superior 
lighting effects What is deal is thai 
Rage and GT have let Saturn 
down badly with a horrible, 
tent rendition of a gaming c 
which should be avoided at i 



quite a lot. 

The visuals could be forgiven if 
the game was good, and although 
It's not an affront, It's hardly the 
instinctual exercise that Madden's is. 
In fact, an enormous great chart is 
provided to teli you what buttons do 
what action in what circu 




From oui research (and indeed tlie sheer 
ber of phone calls we get here at SSM Central), 
it's obvious that a great many Saturn owners get 
a tot of enjoyment out of ro£e-playing games. 
Climax's Dark Savior is probably the best adveni 
bit system and it': 
excellent title. 

Imagine LandStalker on the Megadiive. Give this game 
with scenery displayed using textuie -mapped polygons and y 
of the basic system Dark Savior employs. Add in a brilliant combat system com- 
bined with an amusing and detailed plot line and you have an essential adven- 
ture game. Dark Savior succeeds on a multitude of levels. The adventure itself is 
>r interface is easy to understand and get the 
most out of - there's even useful com- 
patibility vdth the NiGHTS pad. Also of 
note is the PaiaUels system. 
Depending on how you handle the 
fiisl scenario of the game you're tele- 
ported to one of five different quests, 
and these in themselves change 
™j^, - - -— according to your performance, mak- 
ff£. / J ingforavastamountoflastabilityin 
--' - J^' this brilliant game. Game of the 
Month for sure, this is just great! 



deep and compelling and the u< 




quaffed by the EA effort Quarterback 

as being poor, with a jerky display. 
horrible PAL borders and some hugely 




In addition to the 
or-garden Turbo button, 
there's also an "Extreme" button which 
helps open up over 30 new techniques 
added into this version of the game. 
Making the whole shebang look a bit 




mote nineties 15 the 3D viewpoint, 
which allows for some nice camera 
angle trickery which obviously betters 
thesimpie ieft-right scrolling of the last 

However, this new jD business 
comes at a pnce Whereas the old game 
was very smooth indeed. Extreme isn't. 
It's quite jerky in fact, and this does 
detract somewhat from the playability. It 
also looks a bit raugh, to be honest, the 
sprite-based players looking a bit ropey 
overlaid over low resolution texture 
maps. NBA Jam Extreme is likely to find 
ftvourwith Jam devotees, simply 
because the hidden bits (the best aspect 
of previous Jams) has been added on 
extensively but in terms of raw playabili- 
ty this is pretty far off "Exlreme" 



TOSHINDEN URA 

BY SEGA E44,99 60% 



One ofthe great mysteries of the worl, 
has to bethe popularity ofthe 
Toshinden series. Like most of life's dis 
asters, this can be placed squarely on 
the shoulders of PlayStation owners, 
who were obviously taken in by the 
flashy visuals ofthe original. 

The thing is, when it comes to 
gameplay, Toshinden - in any of its gui' 
es both on PlayStation and Saturn - ju5 
doesn't cut the mustard This new 
Saturn version looks like the best editit 
yet, making generous use of the 




Saturn's high-resolution mode The 
characters have also been redesigned 
(no more net-curtain clothing as 
opposed to PlayStation transparencies) 
to look less embarrassing 

But getting back to the gameplay. 
Toshinden's lack of moves and strategies 
makes this a poor substitute for the 
likes of Fighting Vipers and especially 
Virtua Fighter 1. And with Fighters 
MegaMix en route to UK shops, 
Toshinden URA becomes a release spec- 
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TEMPEST 2000 

ByiNlE[!PLflY[?J,99S0% 



Atari Jaguar (in addition to getting a 
better version of Doom than the 
Saturn] is Jeff Minter's awesome 
playability festival. Tempest 3000. 

So what if the original coin-op's 
around 15 years old? With the Minter 
audio-visual treatment. Tempest 300C 



isjust asfresh as ever it was. remain- 
ing one of the best games of all-time. 
And this Saturn version is almost iden- 
tical The thing is. "almost" isn't really 
good enough Small portions of playa- 
bility arent as Ihey should be, small 
bits have been changed and even the 
music isn't as good as the Jaguar ver- 
sion [odd, since the Jag version was on 
cartridge as opposed to the Saturn's 
CD power!). 

Don't get us wrong. Tempest 
3000 IS still a great game and at this 
price it's very impressive indeed. It's 

hoped it would be, it's also doubly irri- 
tating to see the PlayStation version 

being markedly superior. 



of Acclaim's very own little known coin- 
op And it's just not very good really 
Taking control of the caped crusader 
and Robin, the boy hostage, one or 
two-player take part in this game 
which is best described as being like 
Final Fight with more power-ups. And 
less playability 

Acclaim's much vaunted motion 
capture system only looks impressive on 
the character select screen, in the game 
proper, the visuals are horribly blocky 
and unconvincing. The same digitised 
look as in l\Aortal Kombat appears to be 
the order of the day but these sprites 
just don't take kindly to sprite-scaling. 
The visuals are matched by the poor 
quality gameplay The power-ups are 
dull, the meaniesyou fight unimpres- 
sive, and the backgrounds repetitive. 
With Guardian Heroes already on the 
shelves and Die Hard Arcade out any 
day now. there's very little reason to 
even contemplate Batman Forever. 

Sodr 



BATMAN FOREVER 

BYACClAIMf39.99«7o 



Kind ofcreepinginio the shops before 
any review copy arriving. Batman Forever 

The Arcade Came is actually a conversion 
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SHOCK WAVE ASSAULT 
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HIGHWAY 2000 
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SHINING THE HOLY ARK 





an see Ihs more delalled 3D ar 
It Shining the Holy krk cc 
tsida a mlns tunnel lyalem (which ii pic- 
red above), and Is graphically lovely. The 
ice to stock op It at the nearby village, 
ilch again li rendered In some stunning 3D. 
p, this game Is cdoI all right. 



Judging by tha fhaai anounlt of lallaia and phona calli tha haplait 
SEGA SATURN MAGAZIN! >t>fi hava had lo andai* fiom ftnck 
game It I ell, It would appear that Shining Wlidom ii one of yoni 
moit favoniite of gamai. Now SSM i« piond lo lavaal tha all-new laqnal 
light haie on thii pagol 

So what's old and what's new? Definitely fitting into the former cate- 
gory is the control system. The excellent icons system employed since the 
original Megadrive game, Shining and the Darkness, remains in full effect 
and makes Shining the Holy Aik just as easy to get into as the other clas- 
sics in the field. 

What's new should be clear to see from the myriad screenshots dotted 
around the pages Just about everything is now in three dimensions, mak- 
ing this adventure look a whole lot mote special than previous Shining 
epics. Although not quite in the same league as say. a driving game like 
Sega Rally. Shining the Holy Ark does look very nice indeed. In fact, the 
rendered 3D villages and mountainsides look great. Definition is lost when 
you enter a caves system or a forest, hut overall, the effect is of one great 
looking adventure. 

SEGA SATURN MAGAZINE has just taken delivery of a final Japanese 
version of the game and has spent a few hours beavering away at it, 
despite the Japanese text (hey, it didn't stop up finishing Dark Savior!). The 
emphasis of the game remains on combat, which is no bad thing. Shining 
games have always been great fighting festivals and Shining the Holy Ark 

Overall then, this is definitely one game to look out for. And it IS get- 
ting a UK release. More details in a forthcoming issue. 



Shining the Holy Ikrii Is very similar In concept 
and eieciitlon to the previous Shioing games, 
which Is no had thing. However, the big dlffer- 

utllltlng te>tured polygons In strategic areas, 
providing a vltoally superior role-playlog 
. Uarvelloot, 




H«re we ue our horoei soflering under a 
magical attack. From » hat. Hmmmm. Actually, 
there's tons of cool combat lo Shinlog the Holy 
trk,juit like lo the previous game. 



Dear Newsagent, 

In my view, SEGA SATURK MAGAZINE is the greater monthly 
piMcation h the worid atid I want you ■ yes YOU - to put it aside 
for me 0(1 a monthly basis, in case they're al stolen. Or bought 
Or abducted by aliens or something. 



NEXT MONTH... 



NAME 
ADDRESS- 



If s Manx H to the max in the next issue! We have the first ful 
review of thispotentially ace bikinggamealong"~ 
showcase! Expect the best! Also we should be ge. 
first Resident Evil Saturn shots! The much vaunted Touri 
Car Championship interview might actually happen in time 
next issueand RPG fans should get a big liick out of our br 
Savior guide! Come on... it's SSM. Vou know the next issue 



Hold on 10 your shorts little man - this is yoor chance to play with the big hoys! NBA Jam Extreme 

takes Basket Ball to new heights, featuring ballistic graphics and ultra-addictive gameplay. 

Full 3D rotoscoping makes our 170 NBA superstars look prettier than the originals and now there's 

even more control from a range of killer Extreme' moves. You also get to eat clouds more than 

ever with an even wilder selection ol anti-gravity, out-to-lunch monster dunks! 

Boomshakalaka! Don't look down! " - • j 
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...THERE^S NO SUCH THING 
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AS FRIENDLY FIRE. 
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LAST ONE STANDING WINS 

MM 




